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Time to Redeem the Pledge? 


have written about the closely allied 

issues of piracy and pricing many times. 

My hair was long on the sides and short 

in the back when I started, if that gives 
you an idea. 

My stand on piracy is simple: it’s stealing. 
Software pirates have sent poison pen letters, 
punched my phone number at crazy hours and 
made their dislike known in a variety of 
unpleasant ways. I ignore these crude attempts 
at harassment and intimidation, and I always 
will. There’ ll be no surrender to software 
thievery as long as illegal copying robs even 
one electronic game designer of his or her fair 
share of the royalties. This campaign ends 
only when the works of game authors and 
implementers are fully protected. 

I’m not the only one who has gone on 
record on the subject. With minor adjustments 
to cover the passage of time, the industry’s 
anti-piracy story has remained basically the 
same for 15 years or more. The points are: 

1. Piracy is stealing. Theft of service is no 
less larcenous than stealing merchandise. 

2. Piracy hurts consumers. It forces pub- 
lishers to keep prices high in order to make 
development, production and marketing costs. 

3. Piracy hurts the people who design and 
program electronic games. Interactive enter- 
tainment is our hobby, but it is a full-time 
occupation for those who design and imple- 
ment the games we love. If they can’t make a 
decent living, theyll end up working on 
spreadsheets or insurance actuarial tables. A 
decent royalty check is the difference between 
not making ends meet and living reasonably 
comfortably. 

4. Piracy limits game quality and quanti- 
ty. The more software theft, the harder it is for 
publishers to recoup their investment. If the 
company can’t make money, it starts fewer 
projects and spends less on each. 

Those four points make an effective and 
convincing presentation that has served elec- 
tronic gaming well. Piracy is still a problem, 
but it no longer chokes the life out of the field 
as it did in the early 1980s. 
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HEALTH 


Not that the fight is over. There is still more 
to do, especially relative to large-scale com- 
mercial piracy. Big, illegal cartridge copiers, 
mostly based in the Orient, are probably the 
single biggest bunch of buccaneers on the 
information highway. 

Also illegal are BBS operators who spice up 
their on-line offerings with downloadable files 
of stolen commercial programs. 

Yet, the overall piracy situation is much 
better in 1995. Cartridges and CD-ROMs are 
difficult for the average person to copy, and 
off-disk protection schemes have drastically 
cut unauthorized duplication of floppy disks. 

When the industry was trying to enlist the 
aid of concerned, ethical electronic gamers in 
the fight to halt piracy, they held out lower 
prices as the consumer’s reward for limiting 
software theft. Since publishers invariably 
cited piracy as a prime reason for high retail 
software prices, it seemed a natural corollary 
that prices would fall as larceny diminished. 

The other two reasons publishers usually 
give for high prices are the the cost of ROMs 
for cartridges and the small unit sales of flop- 
py disk and multimedia titles. 

The indications that electronic gaming is 
turning the corner to become a mass-market 





hobby are everywhere. Doom II has sold 
800,000 copies for the PC in less than six 
weeks, and several CD-ROM entries are cer- 
tain to sell at least one million copies each this 
holiday season. 

The time has come for the industry to take a 
step toward redeeming the thrice-given pricing 
pledge. Consumers are too sensible, by and 
large, to expect immediate, mammoth, across- 
the-board reductions, but they want a sign. 

Expensive chips make it hard to drop car- 
tridge prices, but what about other media? 
Pricing games like Mortal Kombat and 
Mickey Mania the same on a $20 cart or a 
50¢ disk won’t put consumers in a mood to 
battle piracy. The largely erroneous image of 
software companies as profiteers is every 
thief’s justification. Only lower prices can cut 
the ground from under them. 

Some price movement at this crucial junc- 
ture in the history of interactive entertainment 
could actually increase sales. Consumers are 
likely to buy more titles if each one isn’t a 
$50-70 risk. Electronic gaming made a bargain 
with consumers. This is the year it deserves to 
be honored. 
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by Arnie Katz 
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Visit your local software retailer or contact Micro Sports pay at 1-800-937-7737 
Micro Sports, Incorporated 
One Northgate Park, Suite 103 
Chattanooga, TN 37415 





The game chosen by ** USA Today ” for the past eight 
years to determine their Super Bowl winner. 





n response to James Catalano’s letter to 
the Game Doctor, the Pong consoles 
were numbered C-100, C-140, C-180, 
C-380 and the like. I’m not aware of any 
Atari system numbered 1300 (130XE 
though—hmm). The 2600 was probably a 
“part” number for internal cataloging. As to 
where it came from, beats me. Perhaps it was 
the profits, in pennies, of Pong’s first day at 
Andy Capps, up until the coin slot jammed? 

I thought I’d respond to something that the 
Game Doctor said: “Either a CD-based drive, 
or at least some form of alternate mass-media 
storage device should turn up (on the heels of 
the Ultra 64, however) since the ROM format 
can’t remain practical for very long on such a 
high-powered system. 

Knee jerk reactions? |) CDs are ROM! 
Perhaps you meant cart? and 2) Is the Ultra 
64 so high-powered? It was damn nice of 
them to show it to everyone at CES (sarcasm 
in spades)... 

But in a more serious mode, I should reply 
as such: you were so close! Why suggest CDs 
as a natural successor to the cartridge? Did 
you ever think of Laser Cards? These are 
cousins to the CD, and hold enough info to do 
most of today’s games, and only cost about 
$2-3 apiece to make. Now, reference the arti- 
cle “Holographs store information in 3-D” on 
page 22 of the same issue... Imagine holo- 
graphic storage on cards which don’t require 
all the moving parts of a CD player. 
Hallelujah! Revolution! 

Actually, holographic storage isn’t news to 
me. I’ve already learned of the next step: 
Holographic Neural Nets, or HNets. Not only 
do they offer theoretically unlimited compres- 
sion, they can learn behaviors. A system that 
can pick a face out of a crowd (they can) 
would certainly make a good opponent, or a 
good agent to weed out info on the Infobahn, 
or pick out bad parts on an assembly line ... 
This may well be the next paradigm. I would 
assume that gaming would get a slice. 

Russ Perry Jr., Omro WI 
SlapDash @anon.penet.fi 
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The Game Doctor responds: “You're right 
about the ROM, of course I was referring to 
ROM carts, Russ. As to the holographic 
cards, neat idea!” [In fact it wins you the 
STD controller this month!] “Now—you go 
out there and sell everyone the drives...” 


Streetwise, but one word short 


Rich Heimlich’s article regarding GM 
(General MIDI) in the Nov. ‘94 issue of EG 
was in the right spirit but crippled by the mis- 
use of a single term—‘General MIDI.” 
Gravis, Creative and other companies are 
probably seething. Rich was referring to 
MPU-401, not GM. The MPU-401 device 
implements the MIDI communications spec 
and was originally used to communicate with 
MIDI keyboards. You will find no mention of 
General MIDI in the MIDI spec, and the 
MPU-401 device is just as happy asking for 
custom Roland Sound Canvas instruments and 
controllers as those restricted to GM. 

GM is basically a set of instrument and 
percussion assignments and works within the 
restrictions of the MIDI communications spec 
but is not directly related to the MPU-401. 





Both the Gravis and AWE-32 support GM. 
The Ultrasound can emulate the MPU-401 as 
can the AWE-32, but software emulation is 
rarely as good as the real thing. Interestingly, 
both also sport the ability to replace instru- 
ments with custom patches, which most 
musicians will agree is a very cool feature. 
Unfortunately for them, businessmen and 
coders run the show, and there is understand- 
ably little interest in supporting fringe 
hardware. 

“Are sound problems the number one tech 
support call at your company?” was a telling 
question, but it had little to do with MPU- 
401s. The majority of the callers’ problems 
reduce to IRQ or DMA conflicts with another 
card (a failing of the ISA bus architecture), 
incorrect BLASTER variables, driver versions 
or driver parameters. These can all be fixed. 
The real point is that the issues stemming 
from that question have just about nothing 
to do with music. 

In contrast, music is much better behaved. 
Though pathetic at rendering percussions and 
non-techno music, Adlib and SB (the OPL2 
and OPL3 FM chips) sound is stable and 
everywhere. MPU-401 cards are the high-end 
de-facto standard. Not perfect, but not bad at 
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Combat aircraft: 


© Point & Blick Battle Generator cavers 
> an easy Scenario Builder, 


Ciisesa fram a myriad deme ey 


Actual screens may vary. 


ree hunting SCUD sites during Operation Desert Storm, or leading a 
sel flight into North Vietnam. Dive your F-86 Sabres out of the 
a swarm of Red Chinese MIGs, or knock out Soviet T-80 tanks 
é eading the advance into West Germany! FLIGHT COMMANDER'’s Scenario 

Generator lets you dictate opponents, level of difficulty, and time periods from 
the-present and beyond! Choose from 5 different campaigns 

oint '&-CI attle Generator to create new scenarios! You will never 
out of eh allenges. No two missions are ever the same! Truly a state-of-the- 

art game that requires use of your brain, not a joystick. 





CD ROM coming soon 
The Avalon Hill = . 


Available on: PC Compatibles, 386 or better with Microsoft Windows™, 4MB of RAM, 





Game Company 3.5” High Density Floppy, Hard Disk Drive, Mouse, VGA or SVGA color graphics. Sound 
DIVISION OF MONARCH AVALON, INC. SOFTWARE INC Support for Sound Blaster AW32, Sound Blaster 16, Sound Blaster Pro and 
SMareay 4517 Harford Road « Baltimore, MD 21214 Compatibles, Pro Audio Spectrum and Roland. Also available on Macintosh with 4MB 


of RAM, and Hard Disk Drive. 


Flight Commander 2 can be found in computer game stores near you. For order information 
or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. EG 12 


TOP VIDEO GAMES 
October 1994 


This list, prepared by Babbages, is based 
on units sold in the Babbages chain. 


Top SNES Carts 

1. Final Fantasy III, Square Soft 
2. Mortal Kombat IT, Acclaim 

3. Illusion of Gaia, Nintendo 


Square Soft’s sequel managed to punch 
out MKII. 


Top Genesis Carts 
1. NAL ‘95, EA Sports 
2. Sonic & Knuckles, Sega 
3. Bill Walsh College Football ‘95, EA 
Sports 
NHL ‘95 scored big! 


Top Game Gear Carts 

1. Mortal Kombat IT, Acclaim 

2. Star Trek: Advanced Tutorial, Absolute 
3. 5 Ft 10 Pack, Sirius 
MK IT is a tough fighter even in small 
format. 


Top Sega CD Disks 

1. Heart of the Alien, Virgin 

2. AD&D Eye of the Beholder, Sega 
3. Vay, Working Designs 


Sci-fi and fantasy lead the pack. 


Top 3DO Disks 

1. Wailalae Country Club, Panasonic 
2. VR Stalker, American Laser Games 
3. Way of the Warrior, Universal 
Interactive 


all. The problem with GM is that the instru- 
ments don’t always sound like what you 
wanted. This is what “The Fat Man” brought 
up at the CGDC regarding GM, and it is moti- 
vated by the fact that the same score can 
sound like a gift from God on an SCC-1 yet 
sound like it came from the behind of an 
organ grinder’s monkey on the Ultrasound. 
GM instrument consistency aside, the MPU- 
401 device behaves as advertised. Through 
the MPU-401, you can instruct the card to 
play truly incredible music. It’s safe to say 
that the MPU-401 standard gives us the 
potential for music much more powerful and 
exciting than what the SB standard is getting 
us in digitized sound. 

Rich’s comment that “Recently, Creative 
Labs joined this no-frills club with their 
Sound Blaster AWE-32” is a poor exaggera- 
tion. The AWE-32 has plenty of frills, includ- 
ing 512k of RAM with which one can upload 
extra instruments or sound effects. They’re 
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basing their Sound Font technology off of this 
feature, and it also offers a way to off-load 
sound-effect mixing overhead for developers 
desperate for lots of channels and low over- 
head with which to showcase their game. It 
may have been a valid and classic design 
trade off for real-estate or cost. Perhaps they 
thought some other feature was more impor- 
tant. No developer or engineer is immune to 
these issues. Still, bad move, Creative. The 
MPU-401 is just a communication device, and 
manufacturers could build around it at least 
until the turn of the century without fully 
exploiting what the PC can communicate 
through it. Anything over $200 street price 
should not be compromised by a feature 

that important if it indeed only costs the 
manufacturer $5. 

I agree from a biased point of view that the 
game developer is often unfairly blamed by 
the manufacturer. Non-standard anything is a 
nightmarish maintenance problem for us 
which takes months off the development of 
our next game. It would be much appreciated 
if the hardware manufacturers would splurge 
on the few extra bucks to make millions of 
users and hundreds of developers happier. 

Dave Taylor, id Software 
Mesquite, TX 


Thanks, Dave, for your insight from the 
developers’ point of view. Rich replies, Dave, 
you and | are both on the same boat when it 
comes to MPU-401 and GM. We both know 
what we’re talking about. The fact is however, 
that the average consumer doesn't have a clue 
as to what an MPU-401 is anymore than they 
know what a YMF262 is (OPL3 FM). The 
term GM has, whether professionals care to 
accept it or not, taken on a generic meaning 
to the consumer. 
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To them if their game says it has GM music 
and their card claims support for GM then it 
should play that music. It’s not the consumer's 
fault that Advanced Gravis chose to take lib- 
erties with this assumption. I’m all for cor- 
recting the consumer on MPU-401 but it’s not 
that easy. Perhaps developers can help this 
along by referring to that type of support as 
GM/MPU-401 and then later drop the GM 


portion. 


TOP COMPUTER GAN 
October 1994 


This list, prepared by PC Data, is ba 
on units sold by 16 retail chains 
senting over 4,000 stores. 














Top PC Disks 
1. TIE Fighter, LucasArts 
2. Sim City 2000, Maxis 
3. Flight Simulator, Microsoft 
TIE Fighter is commanding its 
month at the top. : 


Top Macintosh Disks — 
1. SimCity 2000, Maxis 
2. Links Pro, Access 
3. Castles: Siege & Conquest, 
City-building remains the fun fa’ 

Mac players. a 


Top CD-ROMs 

1. Myst, Broderbund 
2. Outpost, Sierra : 
3. 5 Ft 10 Pack, Sirius. i 
Broderbund's fantasy adventure is 
in the top spot. Sod 
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SAYS YOU ' 
HAVE TO SPEND 
THE REST OF YOUR 


LIFE DOING TIME IN THE | 


FAMILY SEDAN? 


CHALLENGE! 





Michael Andretti’s Indy Car Challenge will turn you into hell on wheels, 


surrounded by a pack of fire-belching, supercharged Indy Car racers. You're 


Hold on for the ride of your life in the 
one-player mode! 


Challenge a friend for head-to-head racing 
in the split-screen two-player mode. 


Ulett nwooe 


CAWERA 
HAMUAL 
Gh as) 


Custom replay option lets YOU set 
the camera angles. 


51994 Bullet-Proof Softw: 
Bullet-Proof Software is a registered trademark of Bulle 


right in the thick of things with hot Mode-7 

graphics and realistic play control. It’s the most 
awesome tire-smoking, door-blowing fun this side of 
slappin’ on a helmet and strappin’ into 2000 pounds of 


rolling thunder. ‘swWhether you're driving solo or 


going head-to-head, this game 
has the action, speed and 


ac intensity to take you all the way 
demanding road courses and challenging street ae | to victory lane. It’s white 


16 tracks of hot Indy Car action, featuring 
actual Indy Car track shapes—high-speed ovals, 


circuits. Pit-to-car contact with world-class gh ie knuckle driving all the way.” 
driver Michael Andretti’s actual voice. You 
even get a customizable instant replay so you can relive 
every bone-blasting thrill and 
« Acylinder matin chill. Win the championship 
ce... 0 ‘ : 
ne oy ae driving and you get to pit your skill 


199 : . . } i, a 
experiences ever against Andretti himself. | MICHAEL ANDRETTTS 


: do Power, Sept. 1994 le “ 
penne? Speed down to your local | i MODY T CHALLENGE! 


retailer and get Michael Andretti’s Indy Car Challenge. Ye 4S : ¥ 6 (aa) 
AN ) a 
$ %, Q 7 


Michael Andretti 


Just remember: the race begins after you get home. 


®O2@ 


Bullet-Proof Software 
8337 154th Avenue N.E., Redmond, WA 98052 


All rights reserved. Indy Car™ used under | D s erties, Inc. “Michael Andretti” used under license from Andretti International, Inc 
f Software, Inc. Nintendo, Super Ninten: tertainment System and the official seals are registered trademarks of Nintendo of America Inc. ©1991 Nintendo of America Inc 





TOP COIN-OPS 
October 1994 


Figures courtesy of Replay Magazine, 
based on an earnings-opinion poll of 
operators. 


Best Upright Videos 
1. Revolution X, Midway 
2. Virtua Fighter, Sega 
3. Mortal Kombat II, Midway 


The positions have changed, but the top 
three stayed the same. 


Best Deluxe Videos 

1. Daytona USA, Sega 

2. Cruis’n USA, Midway 
3. Ridge Racers, Namco 


Sega’s is still out in front in this three- 
way race. 


Best Coin-Op Video Software 

1. Darkstalkers, Capcom 

2. King of the Fighters ‘94, SNK 
3. Super Sidekicks 2, SNK 


Darkstalkers maintains control again 
this month. 


Best Pinball Machines 

1. Freddy/Nightmare, Premier 
2. Star Trek, Williams 

3. Addams Family, Midway 


As for your comment concerning the AWE- 
32 “Perhaps they thought some other feature 
was more important,” my response is simple. 
I’m sure they thought that, but it’s also my 
opinion that they were dead-wrong in their 
thinking. GM/MPU-401 is a standard worth 
protecting. You accurately stated that music is 
in better shape today than the digital part of 
the equation. If we accept products that skimp 
on crucial hardware then the music side of the 
equation will soon be no better off than the 
digital side. Yes, the AWE-32 has some nice 
features but the “cost” is too much to bear. 


Surfeit of Sex and Violence 


I didn’t read the Virtual Sex article because, 
frankly, I’m sick of them. Everywhere you 
look, there’s an article or a snippet on the 
tabloid news shows about the latest FMV-Feel 
The Girl’s Breasts Game. But, I'll probably 
read it later on. 

I think the Relics article was pretty broad. 
How about some good stories about the hap- 
penings in the good old days? Sure, it might 
be nice to introduce such classics as Berzerk 
and Adventure to ‘Generation Y’, but I’m 
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sure a lot of the collectors and video game 
nostalgics out there would like to see some- 
thing a bit different. Perhaps focusing on 
some of the wacky flash-in-the-pan hardware 
etc. (Remember Atari’s Mindlink?) or some 
of those rare gem classics that not too many 
people have heard of, etc. etc. 

Also, Bill Kunkel was on the money about 
today’s arcades. The games are so bland ... 
there’s no variety. It’s not just the arcade oper- 
ator’s fault, which is what I think Bill was 
sort of hinting at. I'd say most of the blame 
rests on the shoulders of the game producers. 

Capcom hasn’t released a game that wasn’t 
a Final Fight or Street Fighter derivative 
into the arcades in five years (With the excep- 
tion of Quiz and Dragons). You can’t tell me 
that a company as large as Capcom can’t 
spend a few bucks developing some new con- 
cepts. 

TWI/Atari Games seems to be one of the 
few companies out there taking chances. 
Space Lords was a bold, if fatally flawed, 
attempt to inject some diversity into the 
industry. And while T-MEK may be similar 
to CyberSled, at least it’s a change. (Plus, 
they started development on T-MEK before 
they saw CyberSled anyway) 

I like a good fighting game every once in 
a while, but this is getting ridiculous. Even 
when Pac-Man was at its peak popularity, I 
don’t think we saw as many maze-chase 
variants as we see fighting game variants 
today. But then again, there weren't as many 








companies producing coin-ops back then. 
Well, I’ve said it before—I'd rather play 
Discs of TRON. 
Ralph Barbagallo 
rbarbaga @cs.uml.edu 


Some good points, Ralph. It would be good 
to see more variety in the arcades again. The 
entire industry is under constant change and 
there'll be something else filling the coin-ops 
in five years— though if we knew what, we'd 
be investing in it right now. As to Relics, 
thanks for some good thoughts, but regret- 
table circumstances have retired the column 


from EG’s pages indefinitely. 


EG On-line? 


Are your articles and pictures available on- 
line here at AOL? I looked in the magazines 
section and could not find you. 

Glad that you are showing more attention 
to the classic games areas. Please keep the 
spotlight on the roots of gaming as well as the 
horizons. Thanks. 

Belldude 
(No Address Given) 


No, Belldude, the nearest we are to being 
online (so far) is that we can be-reached at 
the e-mail address below. Thank you for the 
kudos, but see our response to the previous 
writer. 

Thanks all. We’re here and will be around 
awhile, so let us hear from you. Write to us at: 


Feedback % Electronic Games 
330 South Decatur, Suite 152 
Las Vegas, NV 89107 


Or send us e-mail to elecgames @aol.com 


The ULTIMATE FORCE 
Tamm Omer-lanliare 
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THE INSIDER'S GUIDE TO THE ELECTRONIC ENTERTAINMENT INDUSTRY 


Complied by Joyce Worley 





Mindscane Acquires SSI 


Strategic Simulations, Inc. Extensive Game Line To Go Multiplatform Due 
To A Recent Merger With The Mindscape Company 


indscape announced that 
it acquired Strategic 
Simulations, Inc. (SSI) 
for an undisclosed 
amount. SSI will become 
a subsidiary of Mindscape, but 
will operate independently, with 
no changes in management per- 
sonnel. “If it ain’t broke, don’t 
fix it,” said Mindscape President 
Bob Lloyd. “SSI is a cornerstone 
in our efforts to establish 
Mindscape as a major player in 
the field of entertainment soft- 
ware. This acquisition augments 
our already strong educational 
and informational development 
efforts with outstanding enter- 
tainment development expertise.’ 
He explained some of the rea- 
sons for the acquisition: “We 
took inventory of ourselves in 
terms of our development efforts. 
We have consistently brought out 
very strong information and edu- 
tainment products that were 
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developed internally. But in the 
entertainment area, we tended to 
use all outside resources. It was 
our goal to strengthen our inter- 
nal development resources in 
terms of entertainment products. 
“We liked SSI; they are very 
well known within their product 
line of fantasy role-playing and 
strategy games. We felt that by 
bringing them in, making them 
an internal part of Mindscape, 
that it helped us build an internal 
strength in entertainment.” 
From now on, Mindscape will 
handle the sales and distribution 
for the SSI lines of games, but 
SSI will continue to develop 
products in Mountain View. 
Although the two branches of 
the company will operate sepa- 
rately, there will be crossovers. 
Mindscape recently took a 
license from WarHammer. SSI 
will have a great deal of input 
and a guiding role in that devel- 


opment. “But we don’t want to 
limit them, or to limit our people. 
It really is a matter that we don’t 
want to bottle up creativity.” 

Looking toward the future, 
Lloyd said, “One of the things 
that interested us in the acquisi- 
tion of SSI is that they were held 
back by the limitations of car- 
tridge machines. Because their 
products require so much memo- 
ry, they were limited to the per- 
sonal computer market. Now 
with the dedicated CD machines 
from Sega and soon from Sony, 
and the much more powerful 
cartridge machine, the Ultra 64, 
coming from Nintendo, SSI can 
play in the larger arena of a 
broader platform base.” 

There’s another reason that the 
merger was attractive to 
Mindscape. “Now with the SSI 
product line added to our existing 
line, it just makes sense for us to 
have more of a presence in the 
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Japanese market ourselves, so 
one of our goals going forward is 
looking for stronger distribution 
in that area.” 

We asked what products they 
would first take to Japan. Lloyd 
said, “Probably some of the SSI 
products that are FRPs but with a 
little more action adventure base 
to them. That is not to replace the 
traditional FRP products, but to 
augment them.” 

Lloyd discussed the reasons 
Software Toolworks recently 
changed its name to Mindscape. 
He said: “Previously software 
was bought by people who knew 
how to operate a computer. Now 
our software is being bought by 
people whose VCRs are flashing 
midnight. It’s a completely dif- 
ferent consumer. We felt that the 
name Mindscape was a broader 
umbrella under which to fit infor- 
mation, edutainment and enter- 
tainment products. 


— 





“The name change really has 
nothing to do with the direction 
of the company. Our charter, we 
believe, has always been to pro- 
vide compelling software to the 
consumer in those three areas.” 

Joel Billings, head honcho of 
SSI, explained how the deal 
came about. “We were out there 
for about a year to find some- 
body to partner up with. They 
heard about it from one of the 
investment banking firms—that’s 
how we actually got matched 
together. Then we talked for 
about five months. I first met 
with them at the January CES, 
then we actually got serious in 
June. It took from June until 
October to finish the deal.” 

As to how it will affect SSIs 
game development in the future, 
Billings spoke optimistically: “I 
think it will help us tremendously 
because they can give us the 
resources to allow us to get our 
product on more platforms than 
we could otherwise. We’re work- 
ing on the Sony PSX, the 3DO 
and obviously PC-CD. Those are 
the three now. The future will 
probably involve the Sega Saturn 
and possibly the Ultra 64. 

“The Ultra 64 is something 
that we would not have consid- 
ered at all by ourselves (because 
it’s a cartridge platform and we 


had to stay out of cartridge 
because of the money involved). 
But with Mindscape’s help we 
will be able to go that direction.” 

Will SSI expand the type of 
products they do? Lloyd said, 
“We will certainly continue to do 
wargames and fantasy role-play- 
ers; we hope to be just as strong 
in those areas. But if you look at 
our current releases, you see that 
we have moved more and more 
to action blends of those strategy 
and role-playing elements, in 
products like Renegade and 
Cyclone that are a blend of 
action strategy and role-playing. 
Slayer for 3DO is a good exam- 
ple of what we’re doing. 

“Role-playing, war games and 
strategy will still be important to 
us but the kinds of games will 
change a little. We'll end up 
being in all these categories, the 
simulators, (we’re working on a 
sub simulator now), the action 
games and sports. The only cate- 
gory of game we know about we 
haven’t participated in is graphic 
adventures.” 

He summed it all up with this: 
“The guts of what makes us SSI 
to the end user, which is the 
R&D and marketing and sales 
efforts, and the tech and cus- 
tomer support are all going to 
stay the same.” 





BUILT FOR CYBERSPEED 
The slick new Mercury VR Platform will utilize several motion- 


hased action games developed by GreyStone Technologies. 


Flectronic Games 
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SEGA CHANNEL GETS VIRTUAL i-GLASSES 


Sega Channel subscribers will 
get the first look at i-glasses! and 
Gamer! accessories. According to 
Virtual I/O President Greg 
Amadon, the Personal Display 
Systems are for people “who can 
use them for having more fun, 
doing better work and creating 
new ways to do things.” 

He explained his vision of the 
future of the product: “I believe 


PD i-glasses! weigh 7 02., 
and will list for $599. 
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that in the next five years, 
Personal Display Systems will 
become standard operating equip- 


ment for everyone from computer 


users who want a private, big 
screen; video and computer 
gamers who want a more realistic 
environment for playing games 
and airline passengers who want 
a comfortable and visually excit- 
ing way to watch movies on a 
flight.” 

The company will 
introduce a line of 
products in 1995, 
including The 
Gamer!, scheduled 
to be priced at $399, 
which uses real-time 
head tracking to 
create a 360 degree 
environment. The 
11 oz. device works 
with all video game 
systems. 


KA WORLDS’ ON-LINE SERVICE WILL 
FEATURE INTERACTIVE WORLD'S FAIR 


Knowledge Adventure, a 
company best known for top- 
drawer educational products, is 
looking smart with a new sub- 
sidiary corporation, KA Worlds. 





Worlds will launch a new on- 
line service in 1995 that features 
a three-dimensional landscape 
created by designers like futurist 
artist Sid Mead, Animated Digital 
actors and what the company is 
dubbing “point and stroll” 
movement. 

Interactive World’s Fair is now 
being created by KA Worlds, pio- 
neers in 3-D navigation software 
for Internet, working with 
Landmark Entertainment, the 


world’s largest designer of theme 
parks, casinos and resorts. Other 
partners and investors on the 
ground floor of this new network 
include Steven Spielberg, 
Random House, Paramount and 
AT&T. 

All users will design their own 


onscreen image, seen by other 
users when they chat. These 
Digital Actors are created by 
Lifeforms, a system that pro- 
duces realistic movement. 
Characters can 
be realistic or 
fantasy-based. 
The technology 
lets them walk, 
swim, fly, bowl, 
play pinball or 
ice skate. 

World’s Fair is 
divided into 14 
Zones, and each 
Zone has vari- 
ous pavilions 
that contain 
games, exhibits 
and services 
(news or shopping). 

Greg Beasley explained how 
the technical partnership works: 
“Landmark Entertainment Group 
knows how theme parks work in 
real space; we know how they 
work in Cyberspace.” 

He also discussed the look for 
the place: “We have about 100 
conceptual drawings, by Sid 
Mead and other designers, that 
we’re pulling together. We paste 
them up on virtual walls, to make 





the environments. The pavilions 
are set up around three basic 
lines: one is to hang out, gawk 
and look, because it’s so 
beautiful.” 

The service will be available 
for PC users with CD ability, and 
is set to launch late in 1995. 
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ACCLAIM, TCI 
TEAM UP FOR 
CABLE GAMING 


Tele-Communications, Inc. 
(TCI) agreed to purchase about 
10 percent of Acclaim 
Entertainment, for about $76 
million. The two companies plan 
to form a new company for the 
development of software for 
broadband interactive networks, 
and to promote a new, broadband 
network game platform for set- 
top boxes. 

John Malone, CEO of TCI, 
explained: “We think that com- 
petitive games of skill over 
broadband networks will repre- 
sent a major new segment of our 
business. By working with 
Acclaim we expect to lead the 
industry in the development of 
new platforms for network 
games. Acclaim’s proven market- 
ing strength will help our joint 
venture to serve the mass market 
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for this form of entertainment.” 

Greg Fischback, CEO of 
Acclaim, said: “Entertainment is 
the most widespread application 
for interactive technology in the 
home today, and we plan to add 
a new dimension to how con- 
sumers receive and perceive 
home entertainment. By uniting 
TCI’s broadband cable networks 
with Acclaim’s licensing, market- 
ing and product development 
strength, we will bring video 
gaming into a new era.” 

The new company will be 
owned 65 percent by Acclaim 
and 35 percent by TCI, and will 
focus on acquisition and licens- 
ing properties for distribution 
through interactive electronic 
media, the creation of games for 
broadband networks and develop- 
ment of interactive game network 
programming. 

TCI was involved in the 
launch of the Sega Channel, 
available for a dozen markets. 

The new company will be 
managed by a combination of 
Acclaim and TCI personnel. 


MICROSOFT ON 
TRICK OR TREAT 
TRAIL IN SALEM 


Microsoft joined the Arthritis 
Foundation and local sponsors 
for The Trick or Treat Walk in 
Salem, MA. The annual Hallow- 
een celebration is a |.5-mile trek 
for costumers, who end the 
march with refreshments, a live 
band and costume contest. There 
were about 800 participants, and 
the walk raised $26,000 for the 
Arthritis Foundation. 
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TWO COMPANIES 
ANNOUNCE TRY- 
BEFORE-YOU-BUY 


Test Drive Corp. just patented a 
try-before-you-buy data protec- 
tion scheme. The new technology 
lets publishers and hardware 
manufacturers produce versions 
of their software that work for a 
trial period. It also instructs the 
user on how to order the product. 
The Test Drive encryption 
method can be used on all digital 
material, including CD-ROMs, 
on-line shopping, digital TV, 
videos, photo CDs, music record- 
ings and electronic media. 

KSC released its software 
security program, Temporus, 
which lets developers of magnet- 
ic disks, CD-ROMS, BBSes and 
Shareware code their software for 
a trial period. Again, when the 
software stops working, an 
onscreen message tells the player 
how to upgrade. Copies made of 
the software also will eventually 
lock up. 

KSC’s Ed Hanley explained 
why this is important: “It’s esti- 
mated that over $13 billion are 
lost annually as a result of soft- 
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ware piracy. What we’ve done 
with Temporus is give software 
developers an opportunity to turn 
a problem into a strong sales 
advantage.” 


3DO SETS FEE FOR 
GAME DEVELOPERS 


Trip Hawkins, CEO of 3DO, 
notified game developers that 
they must pay a $3 fee on every 
copy of all 3DO games. This is in 
addition to the $3 royalty the 
companies already pay. The new 
fee will be used for a 
Market Development 
Fund, to help the hard- 
ware manufacturers, 
and to fund an 
expanded ad 
campaign. 

Hawkins said that 
the hardware manu- 
facturers, Matsushita, 
Sony, Goldstar, 
Creative Technology 
and Sanyo, face a 
combined loss of 
about $200 million. 
The fund is a way for them to 
recoup some of those losses. 

Some developers protested that 
the preexisting royalty fee was 
already a burden, and that this 
new financial burden would 
greatly hinder the profitability of 
developing software for 3DO 
players. 


ATARI VOWS YEAR- 
END VR GAMES 


Atari Corporation has made a 
deal with Virtuality Group to cre- 
ate virtual reality games for home 
play. Virtuality, a leader in virtual 
reality technology, will develop a 
Jaguar-compatible, head-mounted 
virtuality reality display, which 
should reach the market before 
Christmas, at a price of less than 
$200. 

Atari’s President Sam Tramiel 
said, “Combining Virtuality’s 
ability to deliver low-cost solu- 
tions for virtual reality technolo- 
gy applications with the process- 
ing power capabilities of the 
64-Bit Atari Jaguar will result in 
a very high-quality, virtual reality 
experience at a very affordable 
price.” 
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© 1994 New World Computing, Inc. Zephyr is a trademark of New World Computing. New World Computing and its distinctive logo are registered trademarks of New World Computing, Inc. All rights reserved. 





DID YOU KNOW... 


Nintendo expects to make 
more than $100 million from the 
much-anticipated game Donkey 
Kong Country. The company 
shipped over 2 million units 
before the end of 1994 ... PF 
Magic says it had the first ever 
simultaneous release of a game, 
soundtrack CD and music video, 
with PaTaank, the soundtrack 
Torcano and a music video by 
H-Gun Labs ... No wonder manu- 
facturers are rushing to CD: CD 
software sales hit $140 million in 
second quarter ‘94; that’s a 421 
percent increase from the same 
period last year ... Olé! The latest 
version of Plustek’s ScanFX 
desktop scanner not only trans- 
lates print to word-processing 
documents, it also can convert 
English to Spanish ... America 
Online established an Internet 
World Wide Web site; no word 
yet when it will be launched ... 
Holiday Inn is currently testing a 
unique new service which would 
make on-line services available 
for their customers. The hotel 
guests will be able to sign on, get 
video on demand, shop, get a 
variety of information and even 
play games. 
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STAR POWER 


The world was stunned by the 
death of Raul Julia late in 1994. 
The well-known actor had just 
finished his work on the Street 
Fighter movie. According to 
Capcom, the Universal Pictures 
release will not be affected by his 
passing. 

In other Street Fighter Movie 
news, Deion Sanders (“49ers 
defensive back) raps with 
Hammer on the title track. 


Other rappers on the soundtrack 
album include Public Enemy, Ice 
Cube, Paris and Nas. 

Philips Media will publish a 
CD game based on The Crow. 
It’s expected to be created for 
multiple CD formats. 

Compton’s latest music video 
is Yes: Active, with all tracks 
from the album Talk. Each song 
has the music, lyrics and a video 


commentary, alternative versions, 


rehearsal and concert footage, 
and a Yes discography and 
history. 





KIDSOFT, RONALD 
MCDONALD CLICK 
WITH SICK KIDS 


The Palo Alto Ronald 
McDonald House and Kidsoft are 
working together to test Project 
C.L.I.K. (Computer Learning for 
Ill Kids). They’re pairing kids in 
the house with Macintosh com- 
puters equipped with CD-drives. 

Kidsoft president Rick Devine 
explained: “When we saw how 
children in the C.L.I.K. program 
were using multimedia as a cre- 
ative and oftentimes healing tool, 
we instantly wanted to be 
involved in getting more comput- 
ers into Ronald McDonald 
Houses.” 

Kidsoft and participating 
developers will donate $2 to the 
project for each specially desig- 
nated Club Kidsoft product pur- 
chased until Jan. 31, 1995. 

Robin Katsaros, co-founder of 
Project C.L.I.K., hopes to expand 
to include all Ronald McDonald 
Houses. “It’s so rewarding to see 
these special children laughing, 
learning, playing games and cre- 
ating fabulous stories and art- 
work. The smiles on their faces 
are all we need to see to know 
that the numerous hours donated 
by our dedicated volunteers are 
worth it.” 


MICROSOFT'S 
MARVEL ON 
WINDOWS ‘95 


The beta version of 
Microsoft’s Windows ‘95 con- 
tains the utility for the much- 
discussed Marvel Network, even 
though Microsoft officials are 
still mum on the topic. Industry 
analysts say that the program is 
likely to have America Online 
and Prodigy support as well. 

Microsoft VP Mike Maples, 
while speaking at the Information 
Industry Association conference 
in New York, did say that 
Microsoft was investigating 
broadband on-line network offer- 
ings and that they should appear 
this year. 

Chairman Bill Gates also said 
that the company would likely 
offer an on-line service in 1995. 


Psygnosis Limited 

675 Massachusetts Ave. 
Cambridge, MA 02139 
Phone: (617) 497-7794 
Fax: (617) 497-6759 


©1994 Psygnosis, Limited,” * 
\ A ‘The Lemmings Chronicles™ and all other 
related trademarks, likenesses, and Grt dre trademarks Of 


Psygnosis, Limited: 
Alb Rights Reserved. 
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WHISPERS IN CYBERSPACE WITH JJ BARREL 


JJ Barrel—he’s everywhere! 
He desktops by night and speaks 
the truths others dare not utter. 
JJ puts his private eyes and 
secret spies into every corner of 
electronic gaming. Our investiga- 
tive ace takes no prisoners. 

Now, via satellite from north- 
ern Canada ... JJ Barrel! 

After months of weasel-word- 
ing, Microsoft has admitted the 
worst-kept secret in telecommu- 
nications: Windows ‘95 has sup- 
port for a new MicroSoft-owned 
telecommunications service, 
Marvel Network. AOL’s stock 
dropped $6.74 on the day of the 
announcement. It’ll be back up 
there soon enough, because it is 
still the fastest-growing service 
with 1.25 million users... 

3DO’s $3-a-pop royalty sur- 
charge is making waves. It’s sup- 
posed to help hardware manufac- 
turers wipe out their $200-million 
deficit. It won’t help software 
support much, though. Some 


NO WIRES ON 
NAKFS 3D0 PAD 


The Nakitek Wireless 
Controller for the 3DO system 
uses infra red for hands-free con- 
trol up to.40 feet from the unit, 
and offers slow motion and turbo 
control features for each button. 

At an SRP of $59.99/pair, the 
controllers join Naki Interactive’s 
other 3DO products like its 
Soundjammer Mini-Speakers, 
Pro Extension cables and 
Automatic Switchers. The unit is 





the first independently made 
controller of any kind for 3DO 
systems, according to company 
Vice President David Naghi. 

He continued: “As more manu- 
facturers join the 3DO platform, 
the market need for 3DO 
accessories is beginning to take 
shape.” 


companies claim they can’t sell 
enough copies of a game to make 
a profit with this new expense... 

Several TV stations yanked 
Earthworm Jim ads within days 
of the campaign’s launch. 
Something about a grandmother 
eating worms evidently bothered 
the same folks who cheerfully 
schedule Depends ads at dinner- 
time... 

EIA moved the annual 
Software Showcase to the Winter 
Consumer Electronics Show, now 
that the summer edition is gone. 
Out of 150 products, the judges 
gave one electronic game a 
perfect score of 25—Donkey 
Kong Country... 

Paul Allen, co-founder of 
Microsoft, is at it once again! He 
continues to make major strategic 
investments in interactive enter- 
tainment. The latest addition to 
his portfolio is a stake in 
Trilobyte, the outfit that produced 
The 7th Guest. 


COMPUTER 
MUSEUM OPENS 
HIGHWAY SHOW 


Boston’s Computer Museum 
opened The Networked Planet, a 
special exhibit to make the infor- 
mation highway visible to the 
public. Museum visitors get a 
chance to learn about the high- 
way, as they study the $2 million 
exhibit. They ride along the high- 
way, and use a key card to log in 
at each area, as an electronic 
guide explains the technology 
and its meaning. 

Visitors see demonstrations of 
a 3-D animated telephone line; 
watch satellite, radar and sensor 
feeds of weather information; 
watch the SWIFT banking net- 
work and sample the Internet, 
America On-line, eWorld and 
CompuServe. A guide explains 
the technology and the impact of 
the network and prompts visitors 
to weigh its cost and benefits. 

Boston University’s Professor 
of Management Lee Sproull 
explained. “This exhibit is signif- 
icant because networks affect 
every man, woman, child and 
community.” 

















FORMUUA Th 1™ 
\ Sieoiiney Wheel, 
‘ jendisniney, oe 
Console//Floon = 
Mounted/ces Chie) 
ke/Pedals’ (not 


ot 





(oy 


ier CONTROL 
Gu (FES™); 

‘Multiple Function, 
J Joystick 



















/RUDDER CONTROL, (4 

: SGU (RES:) \ i \ 

TEE / Authentic i Wy 

jRuddery ANSTO, 
ie 


~ 


WEAPONS ‘CONTROL 
Aula (Wes), User 
Programmable) Throttle 










1/7 PRO! FLIGHT 

Lh jj KoNLXoLL VHA, 
“SYSTEM GxeSs) LE BE, 
High; Bes epee / xe 
y sand Precision, } 


foewinel) worst y 


VR FLIGHT SIM 
THROUGH THE 
LOOKING GLASS 


Looking Glass Technologies’ 
Flight Unlimited simulation 
is now compatible with the Forte 
VFX VR headset. The immer- 
sive flight sim models the air 
around the plane for turbulence 
and shifting currents, to give 
the pilot the feeling of a 3-D 
cockpit. 

Flights go over actual loca- 
tions such as Aspen, CO, and 
Sedona, AZ. There are six 
planes, and the program guides 
users through a series of 25 
interactive lessons that gradually 
increase in difficulty. 

Jerry Wolosenko, VP and gen- 
eral manager, explained the dif- 
ferences between this and other 
sims: “For the first time users 
can fly through actual photo- 
realistic environments. Speaking 
as a long-time pilot myself, this 


is without question the closest 
thing you can get to the experi- 
ence without actually flying a 
plane.” 

Flight Unlimited will initially 
be available only for CD-ROM 
486/33 mHz computers, and 
later for other multimedia plat- 
forms. It supports most external 
flight sticks, yokes, rudder ped- 
als and other VR headmounted 
displays. 


RADIO SHACK 
SPONSORS ROCK 
‘N’ ROLL MUSEUM 


Radio Shack is the first 
company to sign on as official 
sponsor of the Rock ‘n’ Roll 
Hall of Fame and Museum now 
under construction in Cleveland, 
OH. The Hall of Fame was 
established in 1983, to honor the 
musicians who contributed to the 
evolution of rock ‘n’ roll. The 
museum is a $92 million, 
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150,000-square-foot building 
with exhibits that detail the his- 
tory of the music and its cultural 
impact. 

Leonard Roberts, Radio 
Shack’s president, explained: 
“Radio Shack began providing 
high quality audio products to 
the American public in the early 
“50s, just about the same time 
that rock ‘n’ roll music was 
becoming popular. The history 
of Radio Shack and the history 
of rock ‘n’ roll have often con- 
verged over the years. 

“When you think of the great 
musical moments in rock ‘n’ 
roll, there is a good chance you 
heard them first on a Radio 
Shack product.” 


SF AUTHOR TO 
WRITE GAMES 


Sci-fi writer Paul Wilson and 
CD-ROM aficionado Matt 
Costello agreed to pen an 


interactive mystery for motion 
picture producer Interfilm, Inc. 
The project’s working title is 
Bombmeister. 

Wilson is the author of the 
bestseller The Tomb and the 
Keep. Costello authored the 
script for The //th Hour, the 
sequel to The 7th Guest. 

Tony Award-winner Rupert 
Holmes also signed with 
Interfilm, Inc. He will write an 
interactive movie entitled Maze 
Island. 

Interfilm CEO Bob Bejan stat- 
ed, “The projects in development 
with artists like Matt Costello, 
Paul Wilson and Rupert Holmes 
represent the company’s goal of 
bringing great talent to the 
Interfilm media.” 

Moviegoers will be in control 
having the ability to determine 
the direction the story will go by 
using buttons on pistol grips on 
the theater seats. 

As of this date the release date 
for Bombmeister has yet to be 
announced. 
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continuous to read, 380ms seek) Sound Blaster® or 100% compatible card * DOS 3.3 or higher. Minimum 512K RAM on video card. 
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Riding 
the 
Internet 


here are 100 special effects shots in 
the picture [the screwball comedy, 
Radioland Murders] and Jurassic 
Park has less than that. Very few pic- 
tures have more ... We’re developing com- 
plete 3-D sets and [are] building less and less. 
To be able to fill in with more extras and sur- 
roundings and do that digitally does change 
the whole process of making films.” 
— George Lucas 
Las Vegas Review-Journal 
Oct.23, 1994 


“In its first week out, Acclaim’s Mortal 
Kombat II generated more than $50 million 
in retail revenues. That’s more than opening- 
week receipts of the summer’s top-grossing 
films, including The Mask, True Lies, Forrest 
Gump or The Lion King ... and ranks as the 
largest introduction of a video game in history 
... A massive logistical operations effort, 65 
trucks, 11 jumbo jets and hundreds of security 
personnel transported more than 2.5 million 
MK II games from 200 distribution centers to 
drop-ship to more than 15,000 retail locations. 
If laid end to end, the initial shipment ... 
would pave a path from New York to 
Boston.” 

— Lip Service Newsletter 

(mlmls@ aol.com) 


“[With the new game rating systems in 
place] is anybody in stores going to enforce 
the system and refuse to let little kids buy or 
rent violent video games? IDSA’s Dr. Arthur 
Prober suggested (in a RePlay interview) that 
enforcement—if any—is up to parents. But 
according to USA Today (9/10), Senators Joe 
Lieberman and Herb Kohl want stores to play 
morality policeman: the paper said they issued 
a ‘demand’ that video stores refuse to rent 
violent or unrated games to kids under 17. 
Stores don’t want the job, though. The L.A. 
Times says Toys ‘R’ Us, Target and Wal-Mart 
‘are not expected, or required to check the age 
of purchasers.’ The Video Game Retailers 
Assn. (whose members rent and sell tons of 
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games through the same stores that rent VCR 
movies) have endorsed ratings, but USA 
Today says video store owners ‘will sidestep’ 
a uniform enforcement policy, in favor of 
letting each retailer deal with the rating in its 
own way.” 

— RePlay magazine, October, 1994 


“The project [Monty Python’s Complete 
Waste of Time, a new PC-CD release] was 
originally intended to be a program that 
would benevolently infect computers, notably 
business computers, with something resem- 
bling a sense of humor. 

“Tt started from that premise,’ [said Python 
Terry Gilliam], ‘it didn’t actually develop that 
way, but turned into its own thing. I’m not 
sure what that thing is, except that the title is 
very accurate. It’s on the cutting edge of CD 
technology, it does things more elaborately 





than any CD-ROM does. I still think it’s a 
waste of time, but it’s ecologically friendly 
because it’s recycling all this old Python stuff 
in ways you'd be surprised.” 
— Dennis Michael 
Entertainment Retailing Industry 
Oct. 15, 1994 


“Hundreds of thousands of workers have 
been gripped by RSI [repetitive stress 
injuries], and many of them are furious. In the 
U.S. alone, more than 2,000 have filed law- 
suits against the makers of computer equip- 
ment. Two big cases—a multimillion dollar 
suit by four newspaper reporters who devel- 
oped RSI while using the Atex word-process- 
ing system, and a similar challenge to I]BM— 
are expected to go to court this fall.” 

— TIME Magazine, Oct. 24, 1994 


eoeececcccescose eee ccrsevccccsccscsesseesee 


Edited by Bill Kunkel 


Cyberia™ ©1994 Xatrix Entertainment, Inc. 

All rights reserved. Published and 
distributed by Interplay Productions: Inc. 
Rebel Assault is a tradenark of LucasArts 
Entertainment Company. The 7th Guest is a 
trademark of Virgin Interactive Entertainment 
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Rebel Assault™ was pretty. The 7th Guest™ had fun puzzles. # But. technology advances. Gamers demand more and 
more» And the time comes when even the best products are moved aside to make way for the future- & That time 
has come and the future is Cyberia™. Featuring full-screen full motion video. digitized speech, synthetic 
actors. music and sound effects by Thomas Dolby's Headspace and 11 of the most unbelievable arcade sequences 
your eyes (and your computer screen) have ever seen--. it's so stunning that we're even willing to put our 
money where our mouth is. If you own Rebel Assault or The 7th Guest, send us the manualcover from either 
gine along with a Cyberia sales receipt and we'll send you 10-00 cash back. 
f you don't own either of these titles, you've already saved a hundred bucks 
so stop waiting for a hand out++.just goto your local software retailer to buy 
Cyberia or call L-G00-4b4-GAME to order direct. © (offer expires 3-1-95) 
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Welcome back, faithful readers, to yet 
another installment of the Game Doctor. 
Remember, hereafter, in addition to reaching 
us through the old fashioned (wheeze) method 
of writing and mailing a letter, the Doc can be 
contacted through e-mail. Please address all 
queries, comments and corrections to: Game 
Nurse @aol.com and your questions can get 
here instantaneously! 

Now that we've got an office set up on the 
Infobahn, I don't feel like such an old fogie— 
despite my advanced age. 

By the way, a couple of points to clear up 
before we get down to this month's questions. 
First, I made a reference an issue or two 
back to a publisher's costs when producing in 
CD format as opposed to "ROM." Well, as I'm 

sure most of my astute readers have already 
guessed, the word "cart" got left off the end of 
"ROM." Yes, of course CDs also hold ROM 
(Read Only Memory), but it is the cost of 
storing it in chip/cartridge format that is so 
expensive. 

Which leads to the obvious question: why 
do the CD versions of games cost the same as 
the cartridge versions? 

Unfortunately, that is a question that only 
the guilty publishers can answer. An answer 
had better be fairly soon forthcoming, because 
this is a query that seems to be on quite a few 
minds right just now. 

Secondly, to the reader (James Catalano of 
Chicago, IL) who asked about the origin of 
the number "2600" as it applied to the old 
Atari VCS, I have now been told by 
one source that it was some sort of 
catalogue number, while another 
maintains that it had a more spe- 
cific inspiration, but couldn't 
remember what exactly that 
inspiration was. My best 
source is still out of the 
country, but I haven't 
forgotten and will 
run this answer 
to ground 
within the 
next two 





The Censorshin Unshot 



















TOR 


months, okay? Meanwhile, I hope you've got- 
ten your Game Doctor Prize Packet and are 
enjoying the rewards of this excellent Q! 

Now, with the old business out of the way, 
let's see if we have any room left to actually 
answer a few questions, eh? 


Q: Okay, I've absorbed and fully memorized 
the extensive, and extremely well-written 
section you guys did a couple of months 
back on censorship in gaming, and I've 






















> . a 
followed the various news reports on 


the subject ever since. 
But here's what I still can't figure 

out: what's the real upshot for 

gamers about all this ratings 
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crap? I mean, if a game is 
rated for Kiddies or 
Adults, what will it 
actually mean in 
terms of me, the 
player, buying 
those games? 
By the way, 


































me “Lots of games push the 
would envelope—Under a Killing Moon 


blows it to smithereens!” 
—William Trotter, PC Entertainment 


“A ground breaking 
CD adventure!” 


—Joyce Worley, Electronic Games 


“Under a Killing Moon combines 
the best elements of movies 
and computer games... It literally 


pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 


This category-creating Interactive Movie from ACCESS Software goes light 


years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 





the role of Tex Murphy, Private Investigator, who first appe: 


din Mean Streets, _ 




























































like to know your answer if I were 16. 
Les Garstien 
Kingston, NY 


A: I'll be perfectly straight with 
you, Les, since you seem to be 
serious about this issue— 
and a serious issue it is 
for all gamers. 
Senator Joseph 
Lieberman wants 
the rental and 
retail stores to 
actively 
police the 
sale of 


Q: What do 

film stars 

Brian Keith, 
Margot Kidder, 

& Russell Means 
all have in 
common? 


“violent” games to anyone under 17 years of 
age. The stores, however, as well as the VGRA 
(Video Game Retailers Association) have no 
wish to play policeman and have consistently 
stated that policy will probably be left up to 
individual store owners to determine. 

The broader effect, and the one that you are 
apt to feel, even at your advanced age, is the 
Big Chill effect. Just as movies rated NC-17 
have a hard time getting theater space, games 
with an “M” (Mature-17 years or older) may 
not be carried by entire chains, such as Wal- 
Mart and Toys ‘R’ Us. This smaller distribu- 
tion channel will result in one of two things: 
either new outlets will emerge to handle the 
non-kiddie material, or more adult games will 
largely be limited to computers with CD-ROM 
drives, where they will remain in the ghetto 
they now occupy. 

So, while it's very easy to talk about “sug- 
gested ratings” and “guidance for parents,” 


the hard realities of the rating system are that 
it is very likely to seriously change the cur- 


rent distribution pathways, for better or 
worse. 


Q: Here are my questions: 1) 
Why are the various companies 


tems? Many years ago, 
didn't Sega say to you 
that they ran up 


tions of what a 
regular TV 


play and 
that 
they 


A: They all star in ACCESS Software S 
new CD thriller Under a Killing Moon! 
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wasting their time and money 
making 32- and 64-Bit sys- 


against the limita- 


set can dis- 


would have to wait until HDTV came out 

before they can release a 32-Bit system? 

2) Was the Mattel Intellivision a 16-Bit sys- 

tem? 3) What was NEC doing when Atari was 

king? I know that Sega and Nintendo were 

making arcade games at the time. Thank you. 

Mark Price 

Winnipeg, MB, Canada 


A: You're very welcome, Mark, and here are 
your answers: 1) Well, it wasn't just Sega 
which spread that particular notion back in the 
late ’80s; quite a few people felt that way, or 
at least claimed to, in hopes that the market 
would remain at 16-Bit for a decent interval of 
time. All things considered, it has. But just 
because someone said it doesn't make it so. 
First off, we very well may not see HDTV in 
the U.S. in this century. Second, look at any TV 
show, whether FMV or animation, and it's 
obvious that existing TV is capable of a 
greater degree of realism than 16-Bit technolo- 
gy is capable of producing—just check out the 
32-Bit 3D0 version of, say, EA Sports' FIFA 
International Soccer and compare it to the 
Genesis edition of the same game. 

Obviously, 16-Bit isn't the be-all-and-end-all 
interactive electronic technology, but hey, they 
tried. 

2) Not even close. 

3) NEC didn't get into the game business at 
all until the mid- to late-‘80s when it pur- 
chased the PC Engine video game technology 
from Hudson Soft which, after many years and 
countless screw-ups, was eventually released 
in the U.S. as the TurboGrafx-16. When the 
Doc first saw the PC Engine in ‘87 or so, it 
was remarkable. Unfortunately, the extended 
period of time between its development and 
American roll out doomed the technology, 
despite its being the first CD-ROM-based 
video game system sold in this country. 


That about wraps things up here at the 
Doctor’s Virtual Office. Remember, my chil- 
dren, to send those Qs either via e-mail or 
regular, old fashioned mail. 
The e-mail address, once again, is 
Game Nurse @aol.com, while the 
old fashioned address is: 
Game Doctor (EG) 
330 S Decatur 
* Suite 152 
Las Vegas, NV 
89107 
Aloha, and may 
all your technical 
breakdowns be 
non-fatal. 
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ohn Carmack and John Romero are, 
arguably, the two hottest talents in the 
computer industry today. With more than 
500,000 copies of their latest game, Doom II, 
selling on the first day of release, even the 
three people in North America who aren’t 
playing Doom have to admit that their impact 
on gaming is pervasive. 

These guys are the invincible winners of the 
programming world. While Doom casts a 
deep shadow, those with strong memories will 
recall that the boys from id have been pushing 
the envelope ever since Commander Keen 
used some pretty nifty page-shifting tricks to 
create one of the smoothest scrolling games 
for the PC. Then, of course, there was 
Wolfenstein 3D, which has become some- 
thing of a cottage industry in itself, with a 
number of second-party games on the shelves 
that still use variants on the engine. 

It would seem that Romero and Carmack, 
the programming and design innovators 
behind all these products, can’t produce a 
loser. The natural question to ask is simple, 
“Why are these guys so good?” 

The answer, to the keen observer, would 
seem to be a little bit different for each of 
them. 

When KG interviewed John Romero, he 
was seated at his 21-inch monitor, using spas- 
tic twitches of his mouse hand to avoid incom- 
ing fireballs that had his name on them. The 
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game he was playing, surprisingly, wasn’t 
Doom II. Instead it was a playable demo of 
Magic Carpet from eurodesigners Bullfrog. 
Questions had to be carefully timed to coin- 
cide with lulls in the game action. In a nut- 
shell, that picture seemed to sum up John 
Romero. Whether playing or programming, 
he is first and foremost a gamer. 

“We do this because we like to play games. 
When we are programming a game, we are 
doing it to be able to play it. You get this idea 
for a great game and you make it because you 
want to be able to play it, and no one else has 
done it,” Romero says. 

John has been making games to amuse him- 
self and others since the early days of personal 
computing. At the beginning of the “80s he 
produced games that were printed in comput- 
ing magazines devoted to the Apple II. 

This kind of long-term exposure to the 
industry is one of the things that Romero 
feels is a key to his success. 

“When you have been doing this for 13 
years, and seen every game that has come out 
in 13 years, you know what is cool and what 
isn’t. You know if an idea is going to work or 
if it isn’t. You just know what is cool,” 
Romero says. 

The flip side of this, lack of experience, is 
one of the things Romero sees as a problem 
with the industry today. 

“When I was learning to program games, 
my work, my learning experiments, were 
printed in magazines. If something sucked, 
then the only thing someone lost was the time 
to type it in. Now, it seems like too many new 
programmers, they don’t have the experience. 
Their experiments end up on the shelf. There 
are games coming out that just aren’t good, 
they are someone’s learning process,” Romero 
says. 

However, John is also quick to compliment 
those whom he feels are doing good work. 

“There are good games out there. Program- 
ming teams with some innovation, who aren’t 
just trying to copy us or some other hot con- 
cept.” He stops and points briefly at the game 
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he is playing on his system. “Like Bullfrog 
with Magic Carpet. This takes some of the 
best elements of a game like Populous, uses 
the first-person view and does some really 
innovative things with it. It’s cool.” 

Romero’s dedication to programming 
is intense. Like many game programmers, 
he often worked incredible hours seven days 
a week. With age and marriage, he has 
mellowed. 

“I have stopped the seven-days-a-week 
thing, the burnout. Now I go home at night 
and on the weekends.” 

However, even when he is at home he still 
programs, doing the small utility routines for 
the latest id project. Luckily, his wife is 
understanding about it. 

“As long as I am at home, she’s cool.” 

While Romero represents the long haul 
commitment, Carmack, the other half of the id 
programming core, is much newer to gaming. 
At 24 years old, John Carmack has only been 
programming six years. He is more the image 
of the prototypical hot, young programming 
talent. 

“T couldn’t start programming till I was 18 
and out of the house. So I haven’t been doing 
it as long as Romero,” Carmack says. 


“tt is eager - ‘De ne 


to dive in E eve 


However, Carmack feels that intense 
dedication can make a great programmer in a 
short period of time. 

“It is possible for anyone who is willing to 
dive in every waking hour to make it to the 
top in this industry quickly. If you are willing 
to work seven days a week till you pass out at 
your computer, for a year, you can be a top 
programmer,” Carmack says. 

Carmack started programming at a compa- 
ny in Shreveport, LA, where he met Romero. 
While there, he spent a year working until he 
was unconscious, trying out new program- 
ming techniques and new approaches. At the 
end of that year, he felt that things had started 
to come together in his programming. 

When Carmack, Romero and some others 
got together and started id, things weren’t 
immediately roses, however. 

“IT remember when we bought our first 
Next station. I literally had to walk two miles 
through the snow, because my car was bro- 
ken, to get to the bank to get the money.” 

Carmack attributes a great deal of id’s 
success to elegance. 

“One of the problems in the industry is 
overdesign. People don’t know what they are 
trying to achieve. I like to design a game with 





exactly what it needs to get the point across 
and no more. That is what makes our games 
hit on a basic biological level. It is elegant 
programming. A feature must justify itself. If 
it doesn’t add to the raw coolness of the 
game, it gets lost,’ Carmack says. 

“Some programmers slam our games as 
being crude, but they do exactly what we 
want them to do. They get you in the guts. 
People seem to like it. Our stake is in the 
ground pretty firmly now,” Carmack says. 

Firmly is understating it. With the success 
of id’s games go the spoils, and Romero and 
Carmack aren’t afraid to have fun with their 
new wealth. 

The cars are probably the most famous 
example. In the parking lot of the building 
housing id, Carmack and Romero’s matching 
Ferrari Tessterosias sit parked side by side. 
That is, when they aren’t out racing them. 

“When we go to race, Carmack blows me 
away,” Romero concedes. 

If there is a second love after programming 
in Carmack’s life, it has to be cars. With not 
one, but two Ferraris, the man is definitely a 
motorhead. However, his current cars aren’t 
quite mean enough. He is having another 
Ferrari custom built that will end up having a 
2400-lb curb weight and push over 1000 hp. 

“Yeah, someone needs to tell him speed 
kills,” laughs Romero. 

In some ways, Romero and Carmack are 
more like media stars than programmers. 
They sign autographs frequently and are rec- 
ognized by a wide range of people in public. 
Not something that is normal for most coders. 

“On the whole it is annoying. Sometimes it 
can be pleasant. You know, it is nice to be 
known by important people and being able to 
talk to them as peers. But the random man on 
the street, well, I am not so much into that. 
Romero loves it, but not me,” Carmack said. 

The id team has some fans in strange 
places. Trent Reznor and Nine Inch Nails, for 
example are fans of Doom. They have a LAN 
on their touring bus to play deathmatches. 

“A lot of the guys here got to go backstage 
at the last NIN concert here and talk to 
Reznor and it turns out he is really into the 
game. I missed it. I really want to see him 
when he is back in town though,” Carmack 
explained. 

Star quality, cars and money aside, 
Carmack still works an incredible schedule, 
referring to himself somewhat jokingly as 
the taskmaster. Though he does take a couple 
of weekends off now and again to see his 
girlfriend. 

The two Johns, as the incarnation of the 
living id, provide a good example of the per- 
fect gamer of the year: experience, incredible 
work-till-you-drop dedication and most 
importantly, a deep and abiding love of good 
games, theirs and others. We at EG wish 
them continuing luck and good fortune in the 
years ahead. 





Meet Jay Wilbur: The Man Who Doomed Gaming 


e’s not the creator of Wolfenstein 3D or 

Doom, but it’s hard to imagine id Software 

without Jay Wilbur front and center. To the 
electronic gaming world, he’s the voice of id, 
the lead singer in the band. He has steered the 
course that has made id one of the greatest, and 
most unique, software success stories. 

Despite two years in the limelight, Jay is still 
the same friendly, enthusiastic guy who pulled 
people off the floor at the Consumer Electronics 
Show to show them demos of Wolfenstein 3D. 

One thing that hasn’t changed is the vague- 
ness that surrounds his title. “I’m the business 
manager,” Jay told EG. That’s a little like 
Napoleon saying, “Oh, I’m an officer in the 
army.” He is listed as CEO on the id corporate 
papers, a truer indication of his worth to the 
company. Under any of the four titles he’s held, 
Jay has helped shaped the id vision and, more 


importantly, sold it to a skeptical industry. 

“id was born out of a group of guys who 
worked at Soft Disk, in Shreveport, LA,” Jay 
explains, referring to one of the magazines- 
with-disk that flourished in the late 1980s. 
“Romero and I moved out there in 1980, and 
John Carmack came to work for Soft Disk in 
1990.” Carmack, Romero and Lane Roth pro- 
duced games for the disk each month, and Jay 
managed the general interest PC edition. 

Apogee’s Scott Miller expressed interest in 
some of the games, and sent a check to under- 
line that enthusiasm. Carmack, Romero, Roth 
and Tom Hall began work on Commander 
Keen. Lane Roth left the group early, replaced 
by Adrian Carmack, but the group became the 
nucleus of id. (Hall has since left id for 
Apogee.) 

“T was involved with id from the very 


beginning,” says Jay. “It was born in John 
Carmack’s and my house in Shreveport.” 
Unfortunately, a contractual obligation kept him 
from joining id officially just before the release 
of Wolfenstein 3D in 1992. Also joining the 
company from Soft Disk at that time was Kevin 
Cloud, who became a member of the team and, 
like Wilbur, a minority owner of id. 

Jay Wilbur never wavered in his belief that id 
could progress faster by selling Wolfenstein 3D 
as shareware. “Shareware is not a kind of soft- 
ware, it’s a channel,” he observes. “Another 
word for shareware is “direct.” 

Prior to Wolfenstein 3D, shareware looked 
chancy for a game publisher. Instead of accept- 
ing an offer from Sierra On-line, Jay led id into 
the then-uncharted shareware market. Wilbur’s 
experience as a long-time netizen convinced 
him of the power of the electronic gaming 
underground. “I knew when a hot product was 
placed in its hands, the users would become the 
greatest sales people.” The 10-level free sample 
led to big mail-order sales for the complete 
60-level edition. 

Will success spoil id? Jay doesn’t think so. 
“We don’t lack for material things,” he says, 
almost sheepishly, “but we’re such a wacky 
bunch I don’t think we’ll develop the snob 
mindset.” For the record, he drives a Corolla. 

The secret of Jay’s success may be that he’s a 
hardcore gamer who has every system. He fre- 
quently plays video games and, yes, Doom II, 
with the elder of his two sons, 4-1/2-year old 
Joshua. (Nicholas, at 18 months, has still not 
picked up the controller in earnest.) 

Jay sees no lack of direction for the future as 
id starts work on Quake, the next generation 
from Doom. “We looked at Wolfenstein 3D 
and took everything that was great in that game, 
like the 3D stuff, and improved in a hundredfold 
for Doom,” says Jay. “So we’re looking at 
what’s best in Doom II, and we’ ll amplify those 
qualities a hundredfold for Quake!” 

That’s a tall order for a company that Jay 
characterizes as “10 fun-loving guys.” It’s 
impossible to talk to Jay Wilbur, however, and 
not come away with a feeling that if any pub- 
lisher can take gaming to the next level in 1995, 
it’s id Software. — Arnie Katz 
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he entire day that EG was at id soft- 

ware, fairly steady screams, punctuat- 

ed with occasional maniacal laughter, 
came from behind the closed office door 
right behind the receptionist desk. Finally, 
by the end of the day, curiosity overcame 
our dread, and we had to ask someone about 
the noises. 

“Oh, yeah, that’s Steve and American. It’s 
like that all the time, except, of course, when 
they feed the lizards,” said Kevin Cloud, a 
computer artist. 

“Man, you should really see them feed the 
lizards. It’s gross. The lizards eat mice,” 
chimed in David Taylor, a Unix specialist. 
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“Yeah, mice and crickets. The crickets 
aren’t bad, but when they feed them the 
mice, it isn’t pretty,” Cloud said. 

“T like crickets,” Taylor replied. 

“Yeah, but it doesn’t compare to the 
mice.” 

“Good point.” 

The conversation continued along this 
vein for some time, detailing the complex 
process required to feed Geccos. 

This is not your everyday normal 
software company. 

The conversation about the mice, 
for example, was held in the main work 
room at id’s Dallas offices, and at no point 
during the day were the lights turned on. All 





illumination came from the glowing CRT 
monitors, lending a slightly twisted glow to 
everything in the room, most particularly 
the perfect miniatures of the monsters used 
in Doom II. 

The small replicas of everyone’s favorite 
demons were used in the making of the 
game. Instead of simply creating the 
demons in a computer art package, digitized 
video footage of the monsters was used to 
lend realism to the game. Now the creatures 
are just a fitting part of the background in 
the design room. 

In the main common room that connects 
the various offices, there is still no mistak- 
ing id for any other software house. A 


full-sized pool table covered with bits of 
technojunk and pizza boxes dominated the 
area. Against one wall a leather couch had a 
sleeping bag on it. Sonically punctuating the 
fact that just because you weren’t listening 
to American and Steve scream didn’t mean 
that you were in Kansas, Nine Inch Nails 
came hammering at about 100 watts out 
from the edges of John Carmack’s closed 
office door. 

Focusing on Carmack’s door caused one 
to notice another door, this one off its 
hinges, pushed off to the side of the main 
lobby. It had a huge hole hacked in the 
center of it. 

John Carmack explained. 

“Well, Romero’s door jammed one day. 
He was in his office and was trapped in 
there, and we couldn’t get the door open. It 
was after-hours, so we couldn’t call building 
maintenance, and we were 
all standing around trying to 
figure out what to do, when 
it occurred to me, and I said, 
“You know, I do have a bat- 
tle axe in my office.’” 

At that point, the entire id 
team stood around chanting 
“battle axe!” while Carmack 
got the battle axe out of his 
office and used it to hack 
through the offending door. 

The battle axe in question 
wasn’t your normal battle 
axe (if there can be such a 
thing as a normal battle axe 
in modern society) but a 
$5,000, razor-edged chrome 
battle axe Carmack had 
custom made. 

“Yeah, this thing really 
works,” Carmack said, heft- 
ing the blade with a glint in 
his eye. 

With this kind of an envi- 
ronment, it might not come 
as any surprise that id 
doesn’t do things like most 
other companies when it 
comes to development. 

For instance, when build- 
ing anew computer game, 
the standard procedure is for 
the designers to sit around 
and decide what they are 
going to build: what options 
are going to be in the game, 
what the screens will look 
like and so on. As the project 
is fleshed out, every element 
of the project will be relegat- 
ed to the design document 
until finally it becomes a 
huge blueprint for all the 
elements that will be in the 
game. Then dates are 


attached to the various programming tasks 
outlined in the document. 

At id, however, the concept of a design 
document is considered decidedly retro. 

“Nah, we don’t use a design document. 
We just get together, figure out the game 
framework, what technology fits the frame- 
work, and then we make it,” Romero said. 

The guiding framework here is cool. Cool 
is the operative word at id, and during any 
given day it will be used about 100 times. 

“We just keep putting in cool stuff. Then 
we play it, take out everything that isn’t cool 
and ship it,” Romero continued. 

During this process, most of the program- 
ming and design decisions will be made by 
Romero and Carmack. Then Adrian 
Carmack (no relation), the main art guru at 
id, and the rest of the art and programming 
team work to flesh out the product. 


The “Mancubas” from the original model to the 
final product. Also pictured in the top right 
corner is the original “Revenant” model. 


“We have the advantage that we focus on 
just one game at a time, and all our 
resources go to producing one awesome 
game,” Romero said. 

This wouldn’t work at a larger company, 
but with less than 20 employees total, and 
no plans to expand, everyone at id can keep 
close tabs on progress and changes in the 
project. 

Of course, this isn’t the way that most 
companies work. One of the biggest differ- 
ences, from the industry point of view, is 
that with no design document and its rigid 
dates, there isn’t a specific ship date. 

This could be a cause of great angst for 
some suit types. 

“Well, there were some hassles in the 
beginning, but our direction tends to change 
like the wind, and we have all our contracts 
worked around to take that into account,” 
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said Jay Wilbur, the business guy for id. 

Another strange thing about id (and they 
pile up every time you look around) is the 
fact there is very little secrecy involved. In 
an industry currently noted for needing an 
industrial espionage specialist just to con- 
firm the title of a new product, id is notably 
casual about their technology and plans. 
Find another company in the industry, for 
example, that not only tolerates hacking of 
their product, but actually encourages it. 

Part of the reason for this causal attitude 
is that after a product is finished, id has no 
proprietary information to hide relating to 
their next project. Instead of the popular 
trend of building an engine and then milking 
it for every game it can produce, id makes 
each new game from scratch. From the utili- 
ties on up, each id product is brand-new 
technology. This keeps them from getting 
stale and lets them incorporate the newest 
technology trends into each product. 

And what is this with the name id, any- 
way? The name would seem to perfectly 
sum up the total of the team and product it 
represents. Here are a bunch of pretty do-it- 
now kind of guys (heck, do YOU keep a 
battle axe in your office?) with a hit game 


based on blowing away everything on the 
screen that moves. Was it planned that way? 

Well, not really. When the company start- 
ed, with a slightly different cast of characters, 
the name was Ideas From the Deep, or IFD. 
When the programming team shuffled, they 
dropped the F, to make id. The fact that it 
turned out to be fitting was just serendipity. 

All of the oddness aside, there is a feeling of 
rightness in this team and the way they work. 
Take Jay Wilbur, for example. While being a 
business manager at most software companies 
would entail being a powersuit, Wilbur dress- 
es casually and laughs and romps around the 
office just like everyone else. 

When someone commented on how well he 
fit in, Wilbur just laughed. 

“These guys would turn a suit into a bloody 
stump,” he stated. While they might not be 
the industry average, it was obvious that 
something at id works, and works right. 
Without worrying about appearances or hit- 
ting a demographic, id manages to turn out 
games that, in their own words “are cool and 
don’t suck.” If it takes a battle axe or two to 
keep them happy, well, I don’t think any of 
us in the gaming public will hold that 
against them. (John P. Withers) 
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The Top Headlines of 1994 and What They Mean To Gamers 





I t was a year of turmoil and 
change, as the leading lights 
of gaming jéckeyed their 
companies into better competi- 
tive positions. The unrelenting 
march of technology advanced 
gaming’s standards, while 
bringing it more into the main- 
stream of popular culture. 
Here are the top stories of ‘94 
that will influence the course of 


our hobby for years to come. 


The move toward game censorship that 
started in 1993 turned into a full-scale 
Congressional inquiry, headed by Senator 
Lieberman. The industry responded with not 
just one, not two ... but four separate rating 
systems, from Nintendo, Sega, the Software 
Publishers Assn. and the Interactive 
Developers Software Assn. 

The ratings all agree in one respect: they 
tell prospective buyers what to expect when 
purchasing a game. Parents can determine the 
suitability of each product, depending on their 
own child’s age. 

The downside: the strong possibility that 
games not given a General Audience-type 
rating may end up being snubbed by distribu- 
tors and retail chains. 

The introduction of ratings also enabled 
an increase in adult games. 


Data East Wins Capcom Suit 


Capcom’s long-running suit against Data 
East ended when the courts decided Capcom’s 
Street Fighter II technology was not 
infringed by Data East. There’s a certain poet- 
ic justice here, since Data East is the compa- 
ny that started the side-view, one-on-one 
fighting game genre with Karate Champ. 

A different outcome would have made it 


difficult for any company to make this type 





of fighting games except Capcom. 
Spokesmen for that company had indicated 
intent to seek infringement damages from 
every company with that style of game. 

Other legal actions helped define the para- 
meters of software development. Comptons 
tried, and failed, to patent the search tech- 
niques used in multimedia encyclopedias. The 
outcome of the attempt opened the legal gates 
for scores of database 
products on everything 
from UFOs to gardening. 

Microsoft loosened its 
menacing stranglehold on 
computer operating sys- 
tems by ending the royal- 
ty PC manufacturers were 
required to pay, whether 
or not they used MS- 
DOS. The result of this 
action by Microsoft will 
be the introduction of 
possibly many new sys- 
tems from the PC-clone 
manufacturers. 


Hollywood Comes To Gameland 


This category could have made the Top 
News Story article almost every year since 
the birth of electronic games, but at no 
time has the move been as pronounced as 
in 1994, 

Movie studios rushed to start their own 
gaming companies, made deals with soft- 
ware publishers, provided actors to devel- 
opers with the cooperation of both SAG 
and ASCAP and even created movies from 
games. This talent crossover from movies 
to gaming will continue into the future. 
The installed base of computers makes 
gaming an attractive venue for entrepre- 
neurial dollars from Hollywood. 

Movies on disk became a reality in 
1994 when Philips, IBM and GameTek 





each launched lines of films on CD disk. 
But it’s hard to know whether this will 
continue indefinitely or dip into slow peri- 
ods of growth. It’s anybody’s guess 
whether computerists want to watch 
movies on their monitors. 

To return the favor, 1994 was the year 
that game companies marched on 
Hollywood to put games on film. Capcom 
underwrote the Street Fighter movie, a 
film based on Double Dragon was 
released, and Capstone started work on the 
Body Count movie. 

But don’t expect a flood of movies 
based on games; the high cost of produc- 
tion will prohibit most companies from 
this effort. 
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Sega and Atari settled their legal“differ- 
ences out of court. Sega agreed to pay Atari 
large sums of money, enough to finance 
Atari’s pre-holiday ad campaign for the 
Jaguar, and many other considerations that 
leave the First Company of Electronic 
Gaming financially solvent, Sega with the 
unrestricted right to continue using many 
Atari patents, and the companies agreeing to 
work together on software deals in the future. 

It wasn’t the biggest year for hardware 
introductions. No new game consoles 
appeared. The 3DO actually appeared at the 
end of 1993, while Sega’s Saturn, Nintendo’s 
Ultra 64 and Sony’s PlayStation are scheduled 
to debut in 1995. But there were other very 
significant hardware advances. 

Nintendo introduced the Super Game Boy, 
which lets players run Game Boy software on 
TV screens (through the SNES), so they’re 
playable in large size and full color. The prod- 
uct is designed to revitalize Nintendo’s 
portable game market, but it’s too soon to 
know how successful it will be. 

At the end of the year, Sega introduced its 
32X, to upgrade the capability of its 16-Bit 
Genesis to 32-Bit. Although there’s a limited 
amount of software available so far, the sub- 
stantial improvement in speed and graphics 
makes it likely the 32X plug-in device will 
find an audience among Genesis owners. 

Much of the hardware activity for the year 
was in peripherals, such as the Activator vest. 
The Activator provides physical reaction to 
the player’s on-screen actions. For example, if 
an on-screen fighter is hit, the vest provides a 
thump to the gamer. It’s far from the feelies 
predicted by science fiction, but it’s a first 
step in physically immersive home gaming. 

Virtual reality were the words on every- 
one’s lips in 1994, but there’s limited amounts 
of it for the home market. Several software 
developers created products that provide the 
realistic 3-D world environment needed for 
use with head-mounted VR helmets. 
Unfortunately, the helmets are among the 
most desired, yet scarcest of the new intro- 
ductions. Still pricey, they haven’t attained 
much market penetration. 

The technology being perfected now will 
soon filter down to lower priced units. Look 
for this kind of gaming to come to the fore- 
front in 1995-96. 


Viacom's ’ 
Blockbuster Deals 


Viacom made a series of deals that turned 
the company into one of the most important 
players in the interactive entertainment indus- 
try. The company’s acquisitions started with 
Paramount and ended with Blockbuster. 
Early in 1994, Viacom purchased Paramount, 
and Blockbuster purchased Virgin Interactive 
Entertainment. Later in the year, Viacom pur- 
chased Blockbuster. The end result is that 
Viacom now owns the whole package, 
including Virgin’s star development house, 
Westwood Studios. This positions Viacom as 
one of the strongest in the industry, with top 
talent and distribution and an incredible 
bank of intellectual properties to use as 
game subjects. 

The Mindscape/Software Toolworks/SSI 
amalgamation (see Hotline in this issue) 
gathered some of the most famous action, 
war and fantasy game developers under one 
large banner, and has managed to move the 
company in a better position for the 1995 
marketplace. 
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Donkey Kong 



















Barrels Over 
Graphies 


Nintendo’s introduction of Donkey 
Kong Country with graphics created on 
Silicon Graphics, Inc. technology, was a 
new lease on life for 16-Bit gaming. It 
used top-of-the-line techniques to produce 
stunning visuals. Many players who had 
given up on the SNES while waiting for 
the Ultra 64 had to take another look. 

Technological advances created the 
most dramatic computer 
imagery ever seen. Top 
hardware and software 
companies such as 
Silicon Graphics, Sun 
Microsystems, 

Wavefront and 3-D 
Studio created ultra- 
realistic looks for games 
like Myst, 11th Hour, 
Rebel Assault, Dust 
and Critical Path. 

Acclaim invested 
heavily in graphic tech- 
niques, including 
expanding their own 
Advanced Technologies 
Group that is utilizing 
Acclaim’s motion capture system. In a 
first for video game companies, Acclaim’s 
technology was tagged for use in the next 
Batman movie. 

Tsunami put the player in the action 
with Video Injection technology in Blue 
Force. The process of inserting the user’s 
digitized image into games is unlikely to 
become prevalent until more gamers add 
video cameras to their computer setups. 
Additional products of this type are on the 
drawing boards of several companies. 

Other companies developed new tech- 
niques for using movies in interactive 
entertainments. Hollywood actors and 
ac es made their mark on games in 
productions like Under A Killing Moon 
and Wing Commander III. 

Fancier, more complex graphics, using 
both animation techniques and movies, 
will continue to dominate gaming in 1995 
as more companies make the financial 
investment in top-of-the-line worksta- 


tions, animators and movie techniques. 


Games went ballistic on the on-line 
services as millions of Americans signed on 
to telecommunications groups like America 
Online, Prodigy, Imagination Network and 
CompuServe. 

The on-line areas’ attractions increased, 
with more entertainment offerings. There 
have never been as many games available for 
gamers to demo and test as in 1994. At the 
same time, new interfaces were introduced to 
make on-line access easier and more 
attractive. 

Modem play also ended many people’s 
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ames On 
Demand On 
Cable TV 


In 1994, the Sega Channel started deliver- 
ing games via cable in test locations around 





the country. The up-and-coming service 
downloads games for unlimited plays, for a 
regular monthly service fee. The Sega 
Channel plans to go national in 1995. 

Nintendo is watching the results of the 
Sega Channel very closely and will probably 
start a similar cable-connected game service 
next year. 

Other companies also are watching the 
Sega test. Even Microsoft is interested in 
cable delivery of entertainment products, and 
has announced there will be some kind of 
cable trial in 1995. 

Entertainment on demand will no doubt 
play a very important part of the Information 
Highway, on cable and on-line. This form of 
interactive gaming will continue to grow in 
1995 and beyond. 


hunt for qualified opponents. There’s a level 
of excitement to human competition that can’t 
be matched by the artificial intelligence of a 
computer opponent. 

There was an unparalleled number of 
telecommunication deals in 1994, as enter- 
tainment companies made products available, 
signed participation agreements and in gener- 
al, courted the on-line audience. 

Sega and Nintendo will soon be part of the 
telecommunication crowd. Both the Genesis 
and SNES will have Catapult modems in 
1995, so video gamers can connect to play. 


Everybody’s 
Getting 7 
Smarter 


Edutainment products were issued in a 
torrent last year. Sales in this sector increased 
more than any other form of software, and 
everybody was quick to jump on the educa- 
tional bandwagon. 

Schools all over America beefed up their 
computer-education programs. At the same 
time, more computerists decided to use the 
equipment for home education. 

The result is burgeoning sales—but maybe 
not as burgeoning as the number of software 
packages released. It is possible that this over- 
saturation of the market with edutainment 
products will result in losses for some 
companies. 


So that’s it; the most exciting, dramatic, 
surprising year in the history of electronic 
games! 

The entire gaming industry experienced 
upheaval and fluctuation in 1994. The ratings 
hearings turned video gaming on its collective 
ear. The increase in multimedia signaled a 
new era. The alternate methods of getting 
games, by cable and on-line, were harbingers 
of what the future holds; it seems likely these 
entertainment-on-demand methods will even- 
tually dominate gaming distribution. 

I'll predict that 1995 will be an even more 
impressive year for interactive 
electronic entertainment. 
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Crush the CRUSHER with a 
turbo head smash! 
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Our ace reporter goes behind the scenes 
at Lord British’s biennial Fright Fest 















tree may grow in Brooklyn, but on every other 
Halloween since 1988, atop a hill that is Austin, TX,’s 
highest natural point, people have found demons, 


monks and other fantastical creatures 
: 








coming out of the ground of Richard 
Garriott’s elaborate Britannia 
Manor. Halloween has always been 
the setting for Garriott’s transformations 
of his unusual house and landscaped lawn 
to a live, interactive adventure. For Halloween 
1994, the Ultima series designer and multimillionaire, with 
hundreds of volunteers, put together a story and quest that 
would work at any time of the year. Garriott (a.k.a. Lord 
British) likes to open his gates to guests and watch their 
reaction to the events that he and the large group of cast 
members and technicians produce as an Ultimate example of 


interactive theater. 


Britannia Manor 1994: Descent In Darkness 
was no simple project. This explains why it 
only happens when Garriott can afford the 
months away from his game designs to devote 
to the live adventure. Volunteers put in 
between 15,000 and 20,000 hours of construc- 
tion time starting in August. More than 350 
people helped in the construction of the adven- 
ture. It took 200 cast members and technicians 
to run the event on operating nights. Britannia 
Manor is not cheap either. Garriott 
fronted over $100,000 of his own 
money while Origin Systems and FCI 
kicked in about $15,000 and $5,000 
respectively from their funds. 

High End Systems, a major sound 
equipment company in the Austin 
area, contributed $350,000 of sound 
and light equipment to the project. 
Their chief lighting technician esti- 
mated what they would need to pull 
off the effects and High End Systems 
actually had to manufacture new 
equipment because their rental stock 
simply wasn’t enough to handle the 
event. 

The Zachary Scott Theater 
Company contributed costumes and 
its talent for the adventure, selling 
tickets each night as a benefit. The 
Society for Creative Anachronism 
also provided cast members. Acting 
coach John Duncan came down from 
Washington, DC, to help the cast, and 
local experienced prosthetics and 
makeup artist Josh Logan produced 
the many masks and applied makeup 
nightly as he did for Britannia Manor 
1992. With all this talent, it’s obvious 
that the group succeeded in their goal 
“to up the quality of the experience 
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this year,” as Garriott put it. 

Although Garriott tends to receive all the 
attention for Britannia Manor because the 
house and grounds are his, Greg Dykes is 
Garriott’s right-hand man who keeps things 
going. He took up to two months off to pro- 
duce the adventure with Garriott. His compa- 
ny, Custom Creation, built many of the larger 
props in the adventure, particularly those that 
required mechanical devices or hydraulics like 





the false preacher’s rising pulpit and a collaps- 
ing ceiling in a dark room. Dykes is a long- 
time friend of Garriott’s (Dupré in the Ultima 
games was modeled after and looks like him) 
and routinely flew to New England every year 
to help him create his much smaller and less 
ambitious, but still exciting, “spook houses.” 
Dykes actually got to go through the adventure 
for the first time this past year at a time when 
everything was working perfectly, and 
remarked that “although I knew the plot of the 
story and helped construct virtually every sta- 
tion of the adventure, I was still quite 
impressed by the overall experience and the 
quality of the acting and the special effects.” 

Some of these effects included fire: the 
theme of the 1994 Britannia Manor was very 
Dante-ish and hellbound. A fissure in the front 
yard from which flames emanated throughout 
the night used fuel from a 200-gallon propane 
tank. A similar tank heated Garriott’s pool 
from which some cast members reached out at 
guests. Two hot air balloon coils with 100-gal- 
lon tanks each warmed those guests who stood 
before Minos for judgment, while a volcano of 
unleaded fuel produced fireballs a few feet 
behind them. Nineteen fog machines and a 
large supply of smoke made of glycerine and 
water (that “smells like haunted house” 
according to Garriott) permeated the grounds 
of the estate. 

Power was a major problem for Britannia 
Manor in past years. In 1994, Garriott discov- 
ered that he only had 50 percent of the power 
he needed for the adventure with his 280 amp 
service in his house, 200 amp service 
in his barn and 200 amps from the 
neighbor next door. “I don’t borrow a 
cup of sugar from my neighbors, I bor- 
row their power,” Garriott joked. His 
patient neighbors also allowed him to 
park a 600-amp trailer in their drive- 
way for him to complete his power 
requirements. Even with all this power 
available, the adventure managed to 
blow the circuit breaker in Garriott’s 
house for about 10 minutes on the 
Saturday night before Halloween. The 
solution was to cool the breaker with 
CO2. The end result was a working cir- 
cuit breaker encased in a block of ice 
from the CO2 until they could fix it in 
the morning! 

Despite the level of effort that the 
volunteers exhibited in the creation of 
Britannia Manor, only as many as 996 
guests experienced the incredible 
adventure. Groups of four people were 
admitted every four minutes on operat- 
ing nights for about four hours. 
Prospective adventurers who knew 
about past Britannia Manors and heard 
about the 1994 one began camping out 
almost a week before the first night of 
the adventure. They organized their 
own ordered list of lucky people who 
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could enter through Garriott’s gates beyond 
the guardian gargoyles. More than 30,000 
people were turned away. Garriott expects that 
his next adventure won’t take place for at least 
three years and probably won’t be at his 
house. People can only hope that he is able to 
free up the time in his schedule to produce 
another adventure soon. Until then, the lucky 
few who earned admittance into Britannia 
Manor, much like the children in Willy 
Wonka’s Chocolate Factory, have unforget- 
table memories of demons, the River Styx and 
crawling on their hands and knees through 
tight spaces and maze-like passages. 


: Descent in Darkness 


Britannia Manor 
Admit One Guest October 29, 1994 





Guests were summoned to the horrific 
event with one of these lavish invitations. . 











THE RULES ARE SIMPLE. 








on a Starfish Mine Launcher at the speed of | 
¢High speed video compression runs terrifying 3-D animation an 
second to keep your pulse racing. 
*Created by Argonaut, who brought you the Special FX chip ine 
selling Star Fox” 








It’s 2023 and the Earth is dying. A survey ship, the 
SS Amazon, takes off to locate an alternative planet and 
disappears. Now, you must discover what hit it. Oh yeah, 
while you’re at it, bring back an alien specimen, find its 
source and destroy it. 

Just don’t breathe too loudly--it might be tracking you. 
Something sure is. Man-eating slime pools? Artillery 
Spiders with twin-barreled lasers? Jellied Suckers that 
inhale entire ships? Or electric Distortion Rings that fry 

you to a crisp? 

Or is it one of those really ugly things that we don’t even 
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The CEO of 3DO Diseusses His 


by Steven L. Kent 


rip Hawkins, the president and CEO of 
3DO, may be described in many ways; 
but charming, smooth and persuasive 
should always be high on the list. With an 
undergraduate degree from Harvard and an 
MBA from Stanford, Hawkins was one of the 
first 100 employees hired by Apple 
Computers. The team he led designed the first 
graphic interface used by Apple, and one of 
the team’s members created the first mouse. 
In 1982, Hawkins founded Electronic Arts, 
the computer game and sports simulation 
company that sets many standards for 
electronic interactive entertainment. Under 
his direction, EA became a leading software 
publisher for multiple platforms, including 
the very important Sega Genesis, SNES and 
IBM PC. Still a leading shareholder in the 
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company, he stepped down from day-to-day 
participation in EA affairs in July, 1994, to 
devote full-time attention to 3DO, his latest 
venture into high-tech entertainment. 

The 3DO Interactive Multiplayer system, 
manufactured by Panasonic, was first released 
in October of 1993. Originally priced at $699, 
3DO met with an unenthusiastic reception. 
Over the next year, Panasonic incrementally 
lowered the price of the system to $399 as 


several excellent software titles hit the market. 


By the second half of 1994, sales began to 
improve. While all of their competitors 
endured a drop in business during the third 
quarter of 1994, 3DO had its best sales ever. 
Hawkins estimates that Electronic Arts has 
produced software for around 25 different 
formats. During that time he has seen many 


new platforms fail and has had the opportunity 
to analyze the cause of their failure. “I’ve got- 
ten to see what their strategies were, what they 
did right and what they did wrong,” says 
Hawkins. “I’ve seen quite a bit of history.” 

Determined to repeat his success at 
Electronic Arts, Hawkins has applied his 
experiences toward the success of 3DO. 
During a recent interview, he discussed his 
company’s philosophy and revealed how he 
sees his competition. 


“T was disappointed that the hardware 
didn’t sell better when it first came out,” 
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Company and His Competition 


admits Hawkins. “I’ve been in this business 
for an awfully long time, and I’ve found that 
the early adopters are very good at identifying 
good new technology, and they are not partic- 
ularly price-sensitive about it. 

“One of the things that changed last year 
was that there was so much confusion about 
what to expect. By August, 1993, Sony had 
announced the PSX, Nintendo had announced 
Project Reality and Sega had announced the 
Saturn. 

“Even then Nintendo was saying it would 
be a $250 product. They hadn’t even started 
manufacturing them yet, so claiming it was a 
$250 product, in my opinion, was pretty 
facetious. 

“It [Nintendo’s announcement] created a lot 
of confusion and it established in people’s 


minds that this really hot new technology 
should cost about $250. At that time Nintendo 
was trying to be vague about whether or not 
their new system would have a CD included. 
Several months later they said ‘oh no, there’s 
no CD in that system.’ 

“So in other words, there was a FUD factor 
(Fear, Uncertainty and Doubt) created by our 
competitors’ announcements. It made the con- 
sumers a little more judgmental. They wanted 
to see what software was available and judge 
the system based on that. Historically, there’s 
not a lot of software whenever a new system 
comes out.” 

“T was just a little disappointed relative to 


the amount of power that a 3DO machine has. 


I truly believe that the machine is worth 
$699.” 


Trip on ereating 
a standard versus being 
a manufacturer 


Though the system is called the 3DO 
Interactive Multiplayer system, 3DO does not 
actually manufacture it. In fact, as of 
November, four other companies manufacture 
3DO hardware. Panasonic was the first com- 
pany to bring the system to retail, releasing 
the REAL in October, 1993. In November of 
1994, Goldstar released its own 3DO console. 
That same month, Creative Labs, makers of 
Sound Blaster, introduced a 3DO board for PC 
computers. (Sanyo makes a 3DO for Japan, 
but no announcements have been made about 
introducing that product into U.S. markets.) 
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The whole gaming 
world in his hands? 
Maybe, if the 3D0O 
proves to be 
victorious in the 
systems war. 
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“If every manufacturer makes a proprietary 
system, you’ ll have a very confusing world 


with very confused customers. When you have 
four manufacturers all making the same sys- 
tem, it means there’s going to be a whole 
lot more product available and more 
competition. More competition not 
just among the hardware guys but 
also among the retailers. Retailers 
are not very happy traditionally if 
there’s one company that has a lot 
of power over them.” 


The Philips CD-i 


“T don’t view CD-i as an important com- 
petitor. I have a lot of respect for Philips in 
terms of their size and their strength and 
what they’ ve been able to accomplish with the 
CD-i; but CD-i is a 10-year-old architecture. 
It’s not pointed toward the future. We’re 
pointed toward the future, and our competition 
is other people who are going to be pointed 
toward the future.” 


The Atari Jaguar 


“T don’t take Atari that seriously because 
even with the additional $90 million [won in a 
settlement with Sega], they don’t have enough 
money to do what they need to do. This is a 
$500 million proposition, if you are going to 
do anything in this business. They’re still 
short by $400 million. 

“The only thing that’s 64-Bit about the 
Jaguar is it happens to have a 64-Bit memory 
bus. We have more memory band-width than 
they have. We don’t happen to have an arbi- 
trary 64-Bit memory product bus. We actually 
have dual 32-Bit memory buses and we also 
have several other channels because we have 
a DMA structure where there are a lot of par- 
allel roads working simultaneously. 

“Their CPU (Central Processing Unit) is 
16-Bit. Ours is 32-Bit, and our co-processors 
are a lot more powerful doing the graphics 
and sound. Atari has trouble getting good 
sound during game play because of how they 
set up their bus structure. It’s only because of 
an ambiguity in the law that they can even say 
64-Bit without having to explain what they 
mean. 

“When you try to compare systems, you 
can’t just boil it down to ‘this system is 32-Bit 
and this one is not.’ You have to look at the 
machines more specifically and ask, ‘What 
does the entire architecture consist of?’ 

“When we designed the 3DO, we were con- 
centrating on the real problems: how do you 
draw more pixels on the screen with more 
color? How do you simultaneously do high- 
quality stereo sound and have the machine 
be responsive enough?” 


The Sega 32X and Saturn 


“Sega is sending a very confusing message 
to the customer saying, ‘Buy Genesis, now it’s 
Game Gear, no, actually it’s Sega CD, no it’s 
32X, forget all of that stuff, it’s Saturn, maybe 
it’s Titan, how about Pico.’ 

“The release of the Saturn in the U.S. and 
Europe is kind of a question mark because 
they have been waffling as to whether or not 
they’re going to actually release it outside of 
Japan. They’ve gotten a tremendous amount 
of negative feedback about the design. 

“Saturn has segmented memory architecture 
which is very hard to program for. It also has 
quite a few third-party components that make 
it more expensive. By having two processors, 
they’re kind of admitting that they’ ve got the 
wrong processor family (the Hitachi SH-2). 
It’s not powerful enough, it’s going to be too 
expensive, and there’s no scaleability. To 
achieve high integration at a low cost, you 
need a simple abstract architecture model.” 


32X 


“When you have an installed base as large 
as Sega has with the Genesis, and you come 
out with anything that costs less than $200, 
some people are going to buy it. That makes 
the release of the 32X a very nice financial 
event for Sega as a company. 

“Everyone knows that 32X is a Band-Aid. 
It’s not a ‘next-generation system.’ It’s fairly 
expensive. It’s not particularly high-perfor- 
mance. It’s hard to program for, and it’s not 
compatible with the Saturn. 

“From our point of view, we’re looking at 
the future saying, ‘There are customers who 
want to buy a true next-generation system.’ 
The 32X is not a competitor because anyone 
who buys one is going to buy a 3DO, a Sony 
PlayStation, a Saturn or an Ultra 64 within the 
next two years.” 


The Nintendo Ultra 64 


“T realize that Nintendo keeps saying [that 
the Ultra 64 will be released in] 1995, but 
there is absolutely no evidence to support that. 
What they did in Chicago [at the 1994 
Summer Consumer Electronics Show] was 
show people the coin-op hardware, which has 
absolutely no connection with the Ultra 64 
from an internal standpoint. 

“Around that same time they had just 
picked up the RAM-Bus memory architecture 
for the Ultra 64.” 

Hawkins dismissed a statement from Peter 
Main, Nintendo vice president of marketing, 
in which Main suggested that Nintendo would 
introduce the Ultra 64 by mid-1995. “No way, 
José. It’s a big promotional head fake. 

“Tf he told you six months, mark your cal- 
endar and call him on that date. He’ll tell you, 
‘No, six months from now,’ and he’ll still be 


blowing smoke at that point. 

Trip went on to explain the reasons for his 
doubt that the project would be delayed from 
the time schedule established by Nintendo. 

“We hire a lot of people from SGI [Silicon 
Graphics, Inc.—the company working with 
Nintendo to create the Ultra 64 
Entertainment System]. We know a lot about 
the status of the project. Most people don’t 
think it’s even going to happen next year. 

Trip continues, “If Nintendo really knew 
what they were doing, they wouldn’t have to 
bet the farm on another company’s engineer- 
ing. For them, having always made their own 
hardware and run their own business, to sud- 
denly say, ‘We’re out of our depth, let’s go to 
SGI is like an automaker in Detroit going to 
Boeing and saying, “You have a great record 
for efficiency in the cost of passenger miles 
for your jets, why don’t you build us a sub- 
compact car.’ 

“Silicon Graphics doesn’t know any more 
about how to build a low-cost consumer 
device than Boeing knows about making sub- 
compact cars. And I don’t mean any disrespect 
to SGI or Boeing. 

“It’s interesting that Nintendo was so des- 
perate that they would have to go to a third 
party like that and be so dependent upon 
them, particularly when that third party won’t 
suffer if the mission fails.” 
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Trip on the future 

of video gaming 

O g? = 
“Sega is sort of an interactive Disney. 
They’re 


eat at telling a story and their 
rated hardware is really an event. In 
run, the 32VR [an upcoming home 
virtual reality product] is going to be 
Nintendo’s best business. It maintains the 
flavor of the toy business. 

“Nintendo and Sega have no understanding 
of hardware. Traditionally, video game com- 


ones every three years. Nintendo created a 
huge 8-Bit market and then sat back and did 
nothing to keep their customers. Then Sega 
came along and said, ‘Thanks for warming the 
market,’ and they took a lot of the market 
away. Now Sega is doing the same thing. 

“The cost of the next-generation systems 
makes them an investment. It’s no longer just 
a throw-away toy. 

“T’m actually looking forward to Sony and 
Saturn finally showing up on the Japanese 
market. It’s like waiting for the other shoe to 
drop. I'd rather have them out there to have 
people realize what they are, including the 

ssuming that 
ause they’re still 


warts. Right now everyone i 
they’re going to be great 
just an idea and not reality.” 
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The Industry Replys... 


ichard Brudvik-Lindner, Sega 
R director of communications, 
responded to Trip Hawkins’ 
analysis of the Saturn and 32X as 
follows: 
Hawkins: “Saturn has segmented memory 
architecture which is very hard to program 
for. It also has quite a few third-party com- 
ponents that make it more expensive.” 
Lindner: “Our segmented architecture is 
built around multiple RISC chips that work 
in concert to provide fast information pro- 
cessing. Hawkins is using the FUD factor 
to mislead people who are unfamiliar with 
parallel and distributed processing.” 
Hawkins: “The release of the Saturn in the 
U.S. and Europe is kind of a question 
mark.” 
Lindner: “The Saturn is absolutely coming 
out in the U.S. next year. There is no 
question about it.” 
Hawkins: “Everyone knows that 32X is a 
Band-Aid.” 
Lindner: “If you consider a system that has 
75 titles in the its first year, performs at 40 
times the speed of the Sega Genesis and 
produces up to 32,000 colors a Band-Aid, 
then the 32X is a Band-Aid.” 
Lindner went on to explain Sega’s reasons 
for feeling that the 32X is a valid choice, 
pointing to software availability: “We’ve 
already signed on 27 licensees, and we’re 
releasing the 32X with three drive titles— 
Star Wars Arcade, Virtua Racing and 
Doom. The 32X was designed to replicate 
the arcade experience.” 
Hawkins: “32X is not compatible with the 
Saturn.” 
Lindner: “Both systems have the same 
architecture. You read between the lines. 
“Sega has never abandoned its customer 
base. When we released the Genesis, we 
created an adapter that allowed them to play 
Master System cartridges. The 32X lets you 
run titles from your Genesis library.” 


Atari’s Response: 


Bill Rehbock, Atari VP of software 
business development, responded 
to Trip Hawkins’ analysis of his 
company as follows: 

Hawkins: “Even with the additional $90 
million, they don’t have enough money.” 

Rehbock: “We’re not increasing the royal- 
ties that we charge our developers. Atari’s 
sell-through in the United States is 100,000— 
equal or very close to 3DO’s U.S. sales.” 

Hawkins: “The only thing that’s 64-Bit 
about the Jaguar is that it happens to have a 
64-Bit memory bus.” 

Rehbock: “The Jaguar System is 64-Bit. 
Trip can stop by anytime; I'll be happy to 
point out the traces on our motherboard.” 

Hawkins: “Atari has trouble getting good 
sound during game play because of how they 
set up their bus structure.” 

Rehbock: “Our Digital Signal Processor has 
8K zero wait-state static RAM. In fact, it has 
shown great sound performance. Tempest 
2000 has a rocking soundtrack throughout. 
Trip doesn’t have enough knowledge to make 
a statement like that about our system.” 

Hawkins: “We have more memory band- 
width than they have. We have dual 32-Bit 
memory buses and several other channels 
because we have a DMA structure with a lot 
of parallel roads working simultaneously.” 

Rehbock: “The heart of the Jaguar has the 
GPU (Graphics Processing Unit), which 
includes a 27 MIPS RISK 4K bytes zero wait- 
state static RAM. The system also has a 
Blitter which copies chunks of memory from 
one place in a map to another more efficiently 
than other systems. Blitters were used in the 
Atari ST and the Commodore Amiga comput- 
ers. The cell engines in a 3DO are not capable 
of matching the Blitter’s performance.” 

Rehbock (Parting words): “Trip spent a year 
promising the world a holodeck [a recreational 
room in Star Trek: The Next Generation in 
which computers create three-dimensional, 
interactive worlds].” 


uthor’s note: Nintendo spokespeople traditionally take the high road rather than 
exchange accusations with competitors. Perrin Kaplan, Nintendo manager of 
corporate communications, gave a measured response to Trip Hawkins’ accu- 
sations that the Ultra 64 would not be released in 1995. 
Hawkins: “It’s interesting that Nintendo was so desperate that they would have to go to a 
third party like that and be so dependent upon them.” 
Kaplan: “SGI creates the best graphics equipment in the world. We know more about 
marketing video games than anybody in the world. It’s a perfect marriage.” 
Hawkins: “We know a lot about the status of the project (Ultra 64). Most people don’t 


think it’s even going to happen next year.” 


Kaplan: “We will dedicate all of our attention to unveiling the Ultra 64 at the E-3 
Consumer Show this summer. That’s really all that needs to be said on the subject.” 

Kaplan (Parting words): “The bottom line is that the consumers get to decide which sys- 
tem is the best. They’ll get the chance to compare the systems for themselves next summer.” 
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THE UNION OF 


HOLLYWOOD 


ELECTRONIC 


GAMING—THE 


COMMITMENT 


GROWS 





| o, played any good movies lately? 
That probably sounds strange to the 
/ ear, but get used to it. The current 


' talent into gaming has made interac- 
tive movies one of the most popular 
genres in electronic gaming. Meanwhile, b 
in Lotusland, computer technology is busy 
revolutionizing the entire movie busines 


The Hollywood Invasion 


The Hollywood Silicon Rush has been going 
strong now for well over a year, with the major 
players like Take 2, Paramount, Viacom and 
Rocket Science now making a big splash in the 
interactive gaming pool. Major new cinematic 
releases such as Under a Killing Moon (Access 
Software), Wing Commander III (Origin), Star 
Crusader (Take 2) and seaQuest DSV (T*HQ) 
are now arriving as regularly as the latest direct- 

eo horror film. 

Within the past six months such stars as Brian 
Keith, Margot Kidder, Mark Hamill, John Rhys- 
Davies, Malcolm McDowell and Tim Curry have 
appeared in interactive CD-ROM games, while in 
the other direction, computer technology has all 
but reinvented the methodology through which 
films are created. 

Motion pictures and electronic games have 
grown to have more and more in common— 
especially in terms of the technology used to 
create both media—but they are vastly different 
in terms of output. Movies are linear, with the 

y completely under the control of the director. 
Viewers can’t stop a character from entering a 
house full of monsters, and that helplessness 


becomes part of the dynamic of the moviegoing 


experience. 
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Games, on the other hand, are interactive 
experiences. Heavy plot lines tend to bog 
games down, muffling and limiting the inter- 
active component. An interactive auteur can 
never be certain what the player is going to do 
once they’ve entered his environment. All he 
can do is limit the options; and the more limi- 
tation, the less interactivity. Since it is their 
interactive nature that makes games unique, it 
was inevitable that many of the early interac- 
tive movies would turn out much more like 
movies than games. 

Optimists, however, already see an upward 
spiral developing in the learning curve. “We 
added more interactivity in Wing 3 than we 
had in the previous two games put together,” 
boasted WC guru Chris Roberts in a recent 
interview with EG. “It’s an interactive story, 
so the player needs to feel as if they’re in con- 
trol of the story, and you don’t want them 
doing anything they don’t have control over.” 

There are still some kinks as the differences 
between the two art forms are ironed out, but 
the progress is obvious. 


Obviously, it’s the overlap between the two 
art forms that has drawn them together. Films 
like Terminator 2, The Abyss, The Mask and 
Jurassic Park have paved the way for a new, 
digital Hollywood. Yet even modest, non-sfx 
oriented films such as Radioland Murders 
make extensive use of the new technology to 
produce optical effects that 99 percent of the 
viewing audience will never even know 
were there. 

Computers, especially the graphic power- 
house Silicon Graphics systems and special 
software from companies like Wavefront and 
Alias, once used to produce eyeball-bending 
morphing effects and animate dinosaurs, now 
are being used to more prosaic ends. For 
example, back in the ‘60s, during the era of 
the big-budget spectacles (Ben Hur, 
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Spartacus, El Cid, 
etc.), thousands of 
extras were recruited 
for the big crowd 
scenes. Today, how- 
ever, extras can be 
digitally reproduced 
from stock footage. 
Or a set of 100 char- 
acters can be rubber 
stamped, then ran- 
domly duplicated and 
positioned, to create a 
crowd of 100,000. 

Optical effects are being used extensively, 
for example, in Martin Scorcese’s new film, 
Casino, which is set in the Las Vegas of sev- 
eral decades ago. The Strip has changed a lot 
in the past three decades. Hotels such as the 
Dunes and the old Flamingo are long gone, 
while mammoth new constructions like the 
Mirage, Excalibur and Luxor have been erect- 
ed in their place. No problem, given today’s 
digital technology. The new buildings can be 
easily removed from any shot, while the casi- 
nos of yore can be scanned from old photos 
and placed wherever the director directs. 


It was inevitable that the dealmakers from 
the movie business and the movers and shak- 
ers of the interactive world would get togeth- 
er, especially as both the cost and potential 
profits for high-end electronic games sail 
gayly through the roof. For years, visionaries 
saw the possibilities inherent in shooting 
game footage while a movie was in produc- 
tion. With products such as Williams’ coin-op 
version of 72: Judgment Day, that is exactly 
what happened. Similarly, when Virgin inked 
a deal to produce the 3DO version of 
Demolition Man, stars Sly Stallone and 
Wesley Snipes came along with the 
contract—as did the production plans for all 





Mark Hamill as Col. 
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of the film’s exotic sets. This allowed Virgin 
to rebuild these sets on a virtual plane, while 
the actors performed their scenes in front of 

green screens and were later blended into the 
cybersets. 

Similarly, the cost of creating today’s tech- 
nologically sophisticated games has risen to 
near-movie levels. Wing Commander III, 
from Origin, is Chris Roberts’ most ambitious 
sci-fi game yet, and features not only major 
stars, but state-of-the-art special effects, 
including full-size, animatronic Kilrathi, the 
cat-like alien race who serve as the game’s 
villains. How does Chris plan to top this? 
“Next time around I’m definitely going to 
shoot a movie and ... computer game at the 
same time,” Chris told EG. “A proper theatri- 
cal release. To get the production level and 
quality I want on my next game, it will have 
to be Hollywood budget level.” 

That means Hollywood-level financing. It 
means dealing with the same labor unions and 
craft guilds as Hollywood. After all, actors, 
directors, cameramen, prop people, set 
designers and other artists will be required to 
produce these epic productions. 

It also means Hollywood-level profits, 
something we’ ve already seen develop; in its 
first week in national release, after all, 
Acclaim’s Mortal Kombat II did a stagger- 
ing $50 million in business. How does that 
figure track when compared to the 
release of a major motion picture? Well, 
for example, it’s more money than The 
Lion King, Forrest Gump or True Lies 
made in their first week of release, if 
that provides a clue. 

We're talking big money and even 
bigger technology. The dream merchants 
of the cinematic world and the dreamers 
from cyberspace have come together to 
fashion a new entertainment medium. 
Their ambition is boundless, and the 
toys at their disposal are capable of gen- 
erating anything they can imagine. 

So, whether the product is a state-of- 
the-art blockbuster like Wing 
Commander III, or the more humble 
antics of the Animaniacs, gaming stands 
on the edge of a great revolution. 

Where that revolution will take us is 
anybody’s guess. 
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Many multimedia games start from scratch 
and introduce players to brand-new characters. 
Wing Commander III: The Heart of the 
Tiger (WCIID) takes a different approach. All 
of the most familiar characters from the Wing 
Commander saga have been portrayed by 
popular actors and actresses. The leads for 
WCIII are an impressive assembly of talent. 
Mark Hamill plays Col. Christopher Blair, the 
main character who the player controls. 
Malcolm McDowell is a perfect match for 
Admiral Tolwyn. John Rhys-Davies takes the 
buddy role as Paladin, Blair’s old friend. Ginger 
Lynn Allen’s Rachel fixes and preps ships. 
Jennifer MacDonald’s Flint keeps Blair occu- 
pied as his newest love interest. Thomas F. 
Wilson makes a perfect Maniac, the hotshot of 
the Wing Commander series. Recently, Hamill, 
Allen and Rhys-Davies spoke to EG about their 
roles and unique experiences. 

Game designer and Wing Commander series 
creator Chris Roberts explained the rationale for 
the group of stars. “We had a lot more money 
at our disposal because Wing Commander was 
an established product,” he said. “I wanted to 
take Wing Commander to the next level. I 
wanted to bring some legitimacy to this emerg- 
ing industry with real actors and actresses.” 

The technique works well with WCIII. 
People who have played previous Wing 
Commander games will love to see the series 
“regulars” brought to life, even including the 
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Kilrathi warriors who are realized in fully 
mobile costumes with animatronic facial and 
head movements. The plan is to turn the next 
story in the series into both a game and a motion 
picture simultaneously in 1996. “As a conse- 
quence of doing the movie, you get the game 
too,” Roberts exclaimed. 

Hamill’s Blair is a completely new type of 
role for him, even after his voice-over work for 
Sierra On-line’s Gabriel Knight. “Gabriel 
Knight was an easier crash course because I was 
able to read off the script,” he explained. “With 
WCIII, I had to act, too. I wasn’t sure if I was 
up to the whole thing. As it turned out, I had 
nothing to fear.” Hamill was drawn into the pro- 
ject by its new format. “It sounded like a lot of 
fun and intrigued me from a technical stand- 
point. I wanted to be in on it. If somebody’s got 
a new toy, I want to see it—I want to play with 
it,” he acknowledged. 

Although Hamill has three children who are 
particularly adept with new technology, he 
doesn’t have much experience with computer or 
video games himself. He’s quickly catching up. 
The only Star Wars-themed game he ever won 
was a “Pong version of Star Wars” that was a 
simple reaction contest to destroy the Death 
Star. He really doesn’t have time to play games 
now. WCIILI is his way of jumping feet first into 
a new genre and giving it a chance. “After 20 
years in the business, it’s time for me to step up 
to the plate,” he said. His next projects include a 
John Carpenter remake of Village of the 
Damned and a possible game design from an 
original story he wrote. 

Allen described her character Rachel as “fun 
and feisty with spunk and attitude.” This is a 
prominent role for the actress who only bought 
her first computer in 1993 and planned a 1994 
Christmas gift to herself of a CD-ROM drive. 
Allen was “amazed at the size of the script’ and 


found the game “interesting because every scene 
has many options depending on how the player 


” 


acts. 

After turning down roles in other games as 
the head of the CIA and a female detective, 
Allen latched onto WCIII through an open 
audition. She liked her job despite the large 
number of takes all the talent had to withstand 
because there were “so many wonderfully funny 
people to work with.” The experience was 
“unbelievable and far more detailed than I ever 
imagined,” she revealed. 

Rhys-Davies makes a wonderful sidekick to 
Hamill much as he did for Harrison Ford in the 
first and third Indiana Jones films. He acknowl- 
edged that “our generation owes a great deal to 
science fiction. It turned a lot of young people 
onto science.” 

Rhys-Davies is a confessed computer enthusi- 
ast. He bought the $99 Timex Sinclair computer 
kit way back when and the earliest 128K 
Macintosh, but he admits that he can’t type. 
“The keyboard was clearly designed for people 
who have nothing better to do,” he joked. He 
looks forward to better voice-recognition and 
writing-recognition tools instead. 

He recalled one incident during the filming of 
WCIII in which Hamill was supposed to take a 
jab at him, but because of his care in not touch- 
ing the computer-generated scenery that would 
be added around him, he lost his balance and fell 
on the floor. Still, Rhys-Davies commented that 
the lack of sets was not a hindrance. “We didn’t 
have anything to distract us, so we had to listen 
to each other—that’s when actors are their best. 
We all had a good time and I’d personally like to 
be able to do it again.” 

WCIIL is the way all multimedia games 
should be—with a great game behind the cine- 
matics and a talented cast that brings emotion 
and energy to their characters. 
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So, you want a perfect game. Get Hardball 4. Get cutting-edge graphics that are incredibly real. 


We're talking about wake-the-neighbors-and-call-your-friends kind of real. Get stat compilation 





that would make any sports bureau envious. Get all 28 stadiums with different altitude, field, and 
wind conditions. Throw in an add-on disk with over 700 major league players. And you've got a 


masterful gem that compelled Computer Entertainment News to label it One of 1994's Ten Best 





Games. Now, to get a perfect game you don’t have to be in the zone. Just the right software store. SPORT ACCOLADE 


Hardball 4 is a trademark of Accolade, Inc. ©1994. Accolade is an official licensee of the Major League Baseball Players’ Association. ©MLBAA MSA. The Sport: Accolade logo and Sport: Accolade are trademarks of Accolade, Inc, All rights reserved. 
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The music. It’s in your head. It won’t stop. 
In your head. The music. Over and over, with- 
out pause. “We’re Animaniacs, ...” The 
Warner brothers, Yakko and Wakko, and the 
Warner sister, Dot, are the hippest things to 
come from Warner Bros. since Bugs Bunny. 

Created in the 1930s by a crazed cartoonist, 
they were considered too extreme, too wild, 
just too zany. WB execs locked them in a 
tower on the studio lot, where they remained 
for 60 years. Now they’re loose. They’re 
smarter than the Tiny Toons, and a lot of their 
sly humor is aimed directly at adults. Because 
of this, the Animaniacs TV show has built a 
growing cult among older cartoon fans. Now, 
Konami is ready to capitalize on the crossover 
appeal of the Animaniacs with two very dif- 
ferent 16-Bit video games. These contests 
obviously spring from a common source. Both 
are action games with a puzzle element, but 
there are big differences in how the play is 
implemented. 

On the SNES, the story is driven by Pinky 
and the Brain. The rodents are out doing the 
same thing they do every night: trying to take 
over the world. In a typical hairbrained 
scheme, The Brain has stolen a great movie 
script from Warner Bros. With script in hand, 
he’ ll make the best movie ever, and earn 
enough money for Pinky and The Brain to 
take over the world. The CEO of Warner Bros. 
calls the Animaniacs for help. (Hey, it could 
happen.) The animated trio must comb the 
Warner Bros. lot for the missing script, while 
avoiding Ralph, the Warners security guard. 

The lot is comprised of a number of sets, 
each with a different movie 
being filmed on it: one set is 
adventure themed, one has a 
sci-fi movie in production, etc. 
The player guides W, Y and D 
on a side-scrolling trip through 
the different sets. 

On the Genesis, Wakko, 
Yakko and Dot still run wild 
over the Warner lot, but here, 
their goal is to collect various 
items used in classic movies, to 
collect enough memorabilia to 
open their own “hip, pop cul- 
ture” shop. (Okay, this sounds 
even more unlikely, but what do 
we know?) The adventure here 
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is presented, again, as a series of movie sets. 

In the Warner Bros. lot screen, players 
decide which of the sets the trio will go into. 
On the SNES, they are pursued by Ralph in 
this screen, and can be caught. If this happens, 
the player must go to a special rescue screen. 
On the Genesis, Ralph chases them, but he 
can’t really catch them. 

In both games, the Animaniacs always trav- 
el as a group. The player controls the leader as 
the other two tag along and switches between 
the characters depending on the obstacle to be 
overcome. The Genesis cart gives each 
Animaniac a special power that they can use 
to work through the puzzles. Yakko has a ball 
and paddle which he uses to great effect. He 
can also push and pull heavy things. Wakko 
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has a sledgehammer which he uses to smash 
obstacles and the occasional bad guy. Dot 
blows kisses which charm some of the char- 
acters that the trio encounter. In the SNES 
game, they don’t have any special tools, but 
they do have acrobatic tricks to get over walls 
and such. 

The SNES Animaniacs also have a slot 
machine. As they travel through the game, 
Yakko, Wakko and Dot collect coins. Every 
five coins activate the slot machine at the 
bottom of the screen. It spins and different 
Animaniacs characters pop up in the three 
windows. Three nurses (“Hellooo Nurse!) 
give the player limited invincibility, three 
CEOs give one continue, and three Ralphs 
take all the players’ coins. With many varied 
combinations, the slot machine introduces a 
random element that really evokes the feeling 
of the cartoon, where anything could happen. 
There’s almost as much humor here as on 
TV. In one cut scene, Yakko tells Dot, “The 
next time you speak to me, shut up.” Not too 
many games have a line that one wants to 
quote to friends. 

Only in the past few years have we seen 
video games with enough sophistication to do 
justice to animated licenses. Today, interac- 
tive cartoons are the norm and graphics are 
only getting better. As Hollywood and inter- 
active electronic gaming climb into bed 
together, it’s good to see characters like 
Yakko, Wakko and Dot in bed with them. 
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The Ultima Saga has become the hallmark for Fantasy Role Playing games. This incredible series is 
now available for the Super NES and Game Boy systems! 
As the Avatar, your return to the fabled land of magic is welcomed by a populace beset by 
terrifying creatures and fantastic magic! Use your skills as a magician, warrior and sleuth to solve 
the many turmoils of your beloved Britannia and restore peace to the realm! 





Features: 
@ Based on the Internationally known PC series played by millions! 


® Hundreds of hours of fantasy role playing adventure! 
@ Travel the vast lands of Britannia and talk with scores of diverse characters! 


® Battery back up allows you to save play positions! 
a Ro 


Fujisankei Communications International, Inc. 
150 East 52nd Street, New York, New York 10022 


Ultima, Lord British, The False Prophet, The Black Gate, Runes of Virtue and Runes of Virtue II are registered trademarks of ORIGIN Systems, Inc. ©1994 ORIGIN Systems, Inc. Super Nintendo, Game Boy 
and Nintendo Entertainment System are registered trademarks of Nintendo of America Inc. All rights reserved. ©1994 FCI. FCI is a registered trademark of Fujisankei Communications International, Inc., 
150 East 52nd Street, New York, NY 10022. Sales office (212) 753-8100. Consumer information (212) 702-0435. 





In software development, some jobs are 
just taken for granted; working with the pro- 
grammers to get concepts down, doing game 
proposal documents, fighting intense dead- 
lines, having to balance the creative concept 
with doable technology and pounding on the 
door of Grace Jones’ New York apartment 
at midnight. 

Well, maybe not a// software developers 
are dealing with the notorious Ms. Jones in 
the wee hours of the morning, but if you 
happen to be John Antinori and Laura 
Kampo, with Take 2 Interactive Software, 
midnight meetings with stars can be all in 
a day’s work. 

Antinori and Kampo found themselves in 
this situation recently when delivering a 
script for the game Hell: A Cyberpunk 
Thriller to Jones so that she could prepare 
for her role in the game. 

“Hollywood and software development 
tend to work on a slightly different sched- 
ule,” quipped Antinori. 

Take 2 has been working with a lot of big 
names lately—Dennis Hopper and stunning 
supermodel Stephanie Seymore, just to 
name a couple. Expect to see more in the 
future. A good question for EG readers to 
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ask is, “Why is this spunky startup suddenly 
sucking some big name actors into your 
CD-ROM drive?” 

The answer, as with most things in the 
software industry, is sharply rooted in 
money. 

To properly answer our question, we 
should rephrase it. If you are a new startup 
with plenty of programming talent and more 
than a little cash muscle, how do you make 
sure that your titles, 
particularly those 
first, critical titles, 
get noticed by the 
buying public 
assaulted by a 
plethora of new 
games all competing 
for the gaming dol- 
lar? With hundreds 
of new games on the 
shelf in any given 
year, all claiming to 
be the greatest thing 
since someone 
thought blowing up 
asteroids might be a 
fun thing to do with 
their university 
mainframe, competi- 
tion is fierce. 


by John Wesley Hardin 





Hence, the critical need to catch the 
public attention. The need is imperative. 
As any longtime watcher of this industry 
knows, two failures in a row can really 
cripple a house, and if you are startup, it 
isn’t just failures that can cripple you. Even 
mid-list products aren’t much of a blessing. 
You need to come out of the gate scream- 
ing, or you might not get the chance to 
saddle up again. 

Hence, Take 2 is betting high production 
values, a solid production team and star 
power will prove the ticket to success for 
them. 

“Right now, full video didn’t seem the 
way to go. We are looking into a number of 
possible technologies for going that direc- 
tion in the future, but we felt that for right 
now using voice acting along with our 3-D 
art renderings would produce a consistent, 
good playing game, and get us noticed,” 
said F.J. Lennon, Take 2’s vice president of 
product development. 

All the big attention in the industry right 
now is focused on using full-motion video 
footage of actors, such as the work being 
done on Wing Commander III or Under 
a Killing Moon. There is some full-motion 
video in Hell, but very little. Lennon 
believes that voice acting, with the current 
state of the art, is strongly underrated. 





“The question is if you can integrate the 
video seamlessly with the game experience? 
It should never detract. The acting and the 
work should be seamless. With voice acting 
we can do that,” Lennon continued. 


Another important motivator is money. 
The costs of shooting a full script with pro- 
fessional filmmakers and actors is prohibi- 
tively high for all but the most gargantuan 
software budgets. However, big-name . 
actors are much easier to work with on 
audio-only projects. 

“Even if we had settled on using full 
video solutions in Hell, we just don’t have 
the capacity at this stage of our develop- 
ment. We aren’t going to be able to get 
Dennis Hopper to come in here while we try 
to make him up in some hokey makeup. On 
the other hand, when a voice script takes 
him half a day to do, and we have the art 
talent that we do to produce the renderings, 


then we have something much less intrusive 
on the actor,” said Lennon. 

John Antinori agrees. 

“Actors really enjoy doing voice acting. It 
is a challenge for them, and for some of the 
younger actors it is something that they have 
never tried before. The feedback we have 
gotten from our actors is incredibly good. 
Dennis Hopper has talked well of the experi- 
ence in interviews and Geoffery Holder 
invited us up to his apartment for dinner and 
discussed how he enjoyed working on the 
project,” Antinori said. 

However, when you are a software con- 
cern, jumping into the world of Hollywood 
to get more out of your product can present 
a very daunting front. Aren’t there unions? 
How do you run all the sound equipment 
properly? Not to mention the simple act of 
getting the actors to agree to work in the 
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comparatively new world of multimedia 
gaming. 
As for the unions, Take 2 found that 


‘working with the American Federation of 


Radio and Television Artists (AFTRA) 
wasn’t half as bad as they feared it might be, 
and that the union even proved helpful. 

“We sent out a casting call first and then 
called in the union. They have really gone 
out of their way to work with us. All of the 
union actors are really professional. AFTRA 
helps us in casting and has generally turned 
out to be very good to work with,” said 
Antinori. 

As for doing sound, Take 2 does most of 
their work in-house, although with the big- 
ger names they hire sound engineers where 
the actors are located. Working on Hell, 
Antinori flew to New York and Hawaii to 
get sound from Hopper, Jones and Holder. 
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The remainder of the work was done in 
Take 2’s makeshift studio in Latrobe, PA. 

To make this possible—after all these are 
programmers and designers, not sound 
engineers—Take 2 called in an outside 
sound firm, SoundPlanet, to set up the 
equipment for the taping. 

“These guys are great. They made it 
monkey simple. You press the button and 
take down the tape counter number for the 
take,” Antinori said. 

“Yeah, they have labels on the system 
that say things like, ‘Don’t even touch this 
switch.’ Then when we get the tape, we just 
send it to them for cleanup. They have set it 
up really well,” Lennon added. 

For those on the outside looking in, 
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casting would seem to be a real problem. 
The media is new, and who knows how to 
hire an actor anyway? 

“It is mainly a matter of being persistent. 
You call their agent and follow up,” Ryan 
Brant, CEO of Take 2, said in dismissing the 
difficulty of hiring big-name actors. 

“Sure it is sometimes difficult for 
Hollywood to understand the financial and 
technical limitations of Silicon Valley—I 
mean, there are big differences between the 
two—but with persistence and explanation 
these people can be hired,” he continued. 

However, the transition from pure 
programming to adding the human element 
hasn’t been perfect. Take 2 found that 
writing for a standard game and writing 





scripts for live actors is a different beast. 

“Geoffery Holder freaked when he saw 
the size of script we sent him. He called us 
up and said, ‘There is no way to do this in 
one day,’” Antinori recalled. 

A number of the key staff members for 
Take 2 have long pedigrees in the software 
industry, being survivors of Paragon 
Software, and Lennon feels his experience 
in working with roughly a score of games in 
the last eight years is something of a hin- 
drance when writing voice scripts. 

“Things that look great when you are 
dealing with a text-based game just don’t 
work when someone says them. Now we 
have to constantly cut our scripts to the 
bone. I now read everything out loud and 
think to myself, ‘Can someone actually say 
this and sound real.’ It is a different way of 
writing than I am used to,” Lennon said. 

Antinori agreed. 

“When you are working with the scripts, 
it is much harder. Editing everything down 
is the key. We have had the hardest time 
with cutting. But now that this project is 
done, we have learned that. The next time 
out there aren’t going to be any of the late- 
night cutting sessions like there were for 
Hell,” he laughed. 

Working with actors might be a shock for 
some software designers, not to mention how 
strange it must be for the actors, but as 
Hollywood and Silicon Valley draw closer 
together, both sides will have to learn to make 
allowances. In the case of Hell, Take 2 innoy- 
atively got the star power they needed to 
punch their game through to the masses, and 
the actors got a chance to practice the almost 
dead art of voice acting. A good deal for all, 
that will hopefully provide a good game for 
the buying public. (John P. Withers) 
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Steven Spielberg’s ventures into television 
have met varied degrees of success, ranging 
from The Family Dog, which never really got 
out of the doghouse, to the ambitious Young 
Indiana Jones series. seaQuest DSV seems to 
have fallen into the latter category, with NBC 
placing it at the once prestigious and still con- 
tested 8 o’clock Sunday evening spot opposite 
some strong, if varied, contenders. 

To turn the futuristic underwater adventure 
show into a video game seems like a natural 
enough progression. It’s not clear who brought 
up the original idea, but license owner 
MCA/Universal lauds the work of its publishing 
division President Nancy Cushing-Jones in 
bringing it together with T*HQ, and Jeff Peters, 
the project manager at Sculptured Software, the 
developer, extols the cooperation he received 
from Amblin Entertainment. 

All parties involved were resolved to try to 
bring a sense of the world behind the seaQuest 
series to seaQuest DSV, including the advanced 
graphics that characterize the series. 

“The quality of game play is crucial,” said 
Cushing-Jones. “A game needs to stand on its 
own as a game, whether or not it is tied in with 
another property. I’m very familiar with 


Sculptured Software, and we all worked together 


to reflect the nature of the material, in this case, 
seaQuest DSV.” 

“We worked with Amblin on both the devel- 
opment of the show and the game,” Peters said. 
“We got everything we could—the score, sets, 
place shots; we used their 3-D models— 
everything is modeled. The game’s beautiful. 

“We heard about Donkey Kong Country, 
what they were doing with Silicon Graphics. 
We looked at each other and said, ‘We’re doing 
that!’ 

“We made a conscious decision not to use any 
of the actual actors or their likenesses,” Peters 
acknowledged, citing the games based on such 
licenses as Star Trek and the Star Wars series in 
which particular personalities took the spotlight. 
“We avoided the human element, in order to put 
the player at center stage in the seaQuest world.” 

At first, the impression is a little like the 
academy-type games that run under both those 
space-based licenses as well as Origin’s Wing 
Commander series. “Players must prove their 
ability to join the UEO flagship crew and even- 
tually to assume command of the seaQuest.” 
This is done through a series of missions of 
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| The bridge of the seaduest 
| from the telévision series 
| seaQuest DSV. 


varying complexity, many involving some of 
the subsidiary vehicles, probes and even 
Darwin, the dolphin, that can be deployed from 
the seaQuest. The vehicles are the Stinger, a 
one-man attack sub; Sea Speeders, two-man 
attack subs; Sea Crab, a six-legged ship used to 
mine ore samples and the Sea Truck, a person- 
nel transport and cargo carrier. Interactive ship 
locations include the bridge, navigation, dock- 
ing bay and transportation, plus there are 
screens for access to information about the 
world situation at large. 

The player begins at a rank of seaman second 
class and with the successful completion of each 
mission rises through most of the standard navy 
ranks, including commodore, with the final goal 
being to reach Admiral. 

Missions involve a variety of assignments 
from peace-keeping to rescue efforts to salvage 
to treasure-hunting. “We started out with plans 
for 40 or 50 missions,” Peters noted. “We ended 
up with 23 or 24.” 

There are opportunities for discovery as well 
as the completion of assignments. As the game 
continues, however, it becomes clear that there 
is a major enemy out there, the leader of a 
worldwide pirate organization. It is part and par- 
cel of the need to rise through the ranks in order 
to develop the power and expertise to success- 
fully meet and overcome that threat. 

The Genesis demo tells about this back- 
ground plot right up front; the SNES version 


EAQUEST DSV::--:-- 
GOING FOR THE 
DEPTHS .. 


T*HQ’S GAME BASED ON THE TV 
ES GETS THE HI-TECH TREATMENT 





lets the player discover it as the game progress- 
es. Sculptured did the design for both the 
Genesis and SNES versions of seaQuest DSV; 
Unexpected Development took on the job of 
creating a version for the Game Boy. 

“The Genesis and SNES versions are not 
identical,” Peters noted, explaining that the 
design for each was weighted for each system’s 
strengths and weaknesses. “Both are 16- 
Megabit carts. The overview and modes of play 
are the same, the core is the same, but there are 
differences in the missions, in controls, even in 
the introductions and demos. A player on one 
will not necessarily know everything to do in 
the other.” The SNES version was released in 
December under the Black Pearl label while the 
Genesis edition, which lists Malibu Games on 
its opening screen, is scheduled for January or 
February. The Game Boy edition appeared in 
November. 

Other seaQuest licensees include Revell- 
Monogram’s model kits, and Playmates, which 
has several action figures (including Darwin) 
and vehicles (the Stinger and an EVA launch 
with room for four figures). In the works is a 
model of the seaQuest itself which will light up 
and make noises. 

The game does more than that. It looks better 
than most cartridge games have ever looked, 
and the play is a little different too. seaQuest 
DSV went for depth in more ways than one. 
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He Who Laughs, 


Lasts. 


IN BOOK THREE OF the Legend of Kyrandia, you become Malcolm—the infamous Court 


Jester of Kyrandia. And you have one last chance to save your rude, misunderstood hide. 


GO TO THE ENDS of the Earth armed with swimfins and an inflatable pool toy as you 


attempt to solve the murders behind the mad monarchy. But be careful, because your country 


despises you. The Underworld entices you. And pirates double-cross you. It’s a fantasy 


world filled with magic—and the trick is to stay alive. 








FEATURES 


CONTROL MALCOLM’S MISCHIEVOUS PERSONALITY 
and hilarious mouth with Westwood Studios’ new inter- 
active Moodometer. When conversing with Kyrandians, 
does it pay to be nice, normal or lie like crazy? 


ENTER OVER 80 WILD SCENES rendered in deliriously 
advanced 3-D graphics! Discover harder puzzles, more 
absurd magic and good and bad consciences that offer 
dubious advice. 


WITH OUR “NO-CLICK” INTERFACING, assess options 
by simply moving your mouse to the lower screen. 
The action’s faster and the graphics are bigger. 


ALTHOUGH MALCOLM’S WARPED, our new Supersound 
is exceptionally clear. Along with lively music, you'll 
hear real Kyrandian sound effects. 











THE KYRANDIA TRILOGY 


PR heanl 3 — ; - NOW AVAILABLE: 
as a The Legend of Kyrandia 
n | §' y 1 
a dia uses Book Three: Malcolm’s Revenge 


ee OERELE: AVAILABLE ON PC CD-ROM 
The Legend of Kyrandia: Book One 


The Legend of Kyrandia, Distributed 


Book Two: The, Hand of Fate exclusively by te Westwood 


Fables and Fiends, The Legend of Kyrandia and Malcolm's Revenge are trademarks of Westwood Studios, Inc. ©1994 Westwood Studios, Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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Rare Limited Breathes flew 
Life into 16-Bit Technology 


/emember those infomercials in the 
"late ‘80s where real estate developers 
touted their wealth by showing off big 
homes and huge fleets of expensive 
cars? Those fleets look like a rent-a- 
wreck car lot compared to the fine collection 
of cars outside Rare Limited. At Rare, the 
BMWs and Mercedes Benz’ are the working- 
class cars. It’s the Lotuses and Mazarattis that 
sit around. The cars belong to two brothers, 
Tim and Chris Stamper, who have no interest 
in real-estate development. 

Situated in the small village of Twycross, 
England, Rare Limited is one of the biggest 
producers of Nintendo games in the world. 
Even if you haven’t heard of the company, 
you may have played their games. Going into 
the 16-Bit generation of video games, Rare’s 
products were actually quite common. 
Working for companies like Acclaim, Milton 
Bradley and even Nintendo, the prolific staff 
of Rare created such hits as Marble Madness, 
R.C. ProAm and Battletoads. In all, the com- 
pany produced nearly 60 games for the 
Nintendo Entertainment System (NES). 

With the introduction of the Super Nintendo 
Entertainment System (SNES), Rare Limited 
virtually disappeared, only releasing two 
games—Battletoads: Battle Maniacs and 
Battletoads and Double Dragon. Great prod- 
ucts, but after making as many as 10 games a 
year, two games in three years is scarce, even 
for a company with a name like Rare. 


Rare Creativity-Tim Stamper 

Though a team of talented programmers 
and developers work at Rare Limited, three 
players had major roles in the company’s 
success. The most famous is Tim Stamper, a 


“by Steve Kent 4 





game designer who is well on his way to 
becoming one of the most sought-after story- 
tellers in the electronic gaming industry. 
According to Howard Lincoln, president of 
Nintendo of America, Stamper is one of an 
elite group of game producers who can 
achieve the perfect level of humor, challenge 
and plot. “There are only two or three people 
in the world with that kind of talent,” says 
Lincoln. 

Working with his brother Chris, Stamper 
first became involved with video games in 
1979 making conversions for old Space 
Invaders boards. During the first home- 
system revolution, 1983 and 1984, they 
focused their attention on what Chris refers to 
as United Kingdom-based systems such as the 
Sinclair Spectrum and the Commodore 64. 

Though their Commodore titles included 
minor successes such as The Staff of 
Karnath, they’re most proud of the work they 
did on the Sinclair. “That was a very signifi- 
cant platform in the U.K.,” says Chris 
Stamper. “The first game we wrote was called 
Jet Pac. For an installed base of 1 million 
Spectrums, we sold just over 300,000 units. 
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It was incredible penetration for just a 
single product. 

“We had an advantage. We had been work- 
ing on arcade boards, so we just took that 
expertise and transferred it directly to the 
Spectrum. No one had seen that type of 
quality on the Spectrum.” , 

Tim Stamper still speaks fondly of his work 
with the Sinclair Spectrum. The platform was 
so popular in England that Tim became a 
minor celebrity, known by Spectrum gamers 
everywhere. A decade later, Tim’s Sinclair 
games still have a following. He is often 
cornered by fans at trade shows. 


Rare invention-Chris Stamper 
In the mid-1980s, as Nintendo started a 

new wave of excitement for home video 
games, the Stampers approached Minoru 
Arakawa, president of Nintendo of America, 
and said that they would like to program 
games for the NES. “Originally we went to 
them and asked for the technical specs,” says 
Chris Stamper. “We couldn’t get those, so I 
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reverse engineered the NES. I understood 
coin-op hardware, so I had a good idea of 
what the Nintendo actually contained.” 

“We produced a demo. When Mr. Arakawa 
saw the demo, he said, ‘Okay, you have our 
blessings’ and gave us the full specifications.” 

“T think Chris got it about 99 percent cor- 
rect,” adds Tim Stamper. “There were just a 
few things we didn’t know about. But the 
interesting thing was that there were things 
about the machine that Chris discovered that 
weren’t documented. That instantly gave us 
an advantage which other developers didn’t 
have.” 

Reinventing the NES, Chris Stamper had 
discovered ways of handling the scrolling that 
had never been done before. He also found 
new ways of handling sprites (characters). 
One of their first games, R.C. ProAm, was 
the first Nintendo cartridge to feature a split- 
screen. 

Nintendo executives were not only 
impressed with the game, they were excited 
by the new abilities the Stampers had given 
their game console. 


Rare Vision-Joel Hochberg 


Joel Hochberg, a Florida-based veteran of 
the cutthroat coin-operated business, is the 
least-known member of the Rare team. With 
30 years of experience, Hochberg, the savvy 
president of Rare Coin-It, Inc., may joke 
about past mistakes. However, it is his keen 
leadership that has made Rare an invaluable 
partner to Nintendo. It was his decision to 
pull back from the market. 

Hochberg has not always predicted market 
trends with perfect precision. He once made 


“We saw o lot of companies porting games 
over from 8-Bit and other systems,” says 
Hochberg. “Frankly, we didn’t 


want to become a rubber 
stamp company, so we put 
our efforts into developing 
new technology instead of 
more software.” 





space in his warehouse by trashing Wurlitzer 
Juke Boxes that several years later would 
have become prized collectors items. 

Seeing the direction other companies were 
taking, Hochberg decided not to go with the 
pack. “We saw a lot of companies porting 
games over from 8-Bit and other systems,” 
says Hochberg. “Frankly, we didn’t want to 
become a rubber stamp company, so we put 
our efforts into developing new technology 
instead of more software.” 

“As creative people, we didn’t want to be a 
sort-of conversion house for major third-party 
developers,” adds Chris Stamper. 

At a casual glance, it may look as if 
Hochberg and his programmers hibernated 
through the entire 16-Bit generation of home 
video gaming. That is not the case. After 
spending two years developing new technolo- 
gy to enhance games for the 16-Bit Super 
Nintendo, Rare Limited released its first 
game in November of 1994—Donkey Kong 
Country. Graphically, this game is so 
advanced that it out-performs nearly all 
32-Bit games. At a time when Nintendo wants 
to convince people to wait before purchasing 
new game systems, Donkey Kong Country 
is the best argument imaginable. 

Not only has Nintendo trusted its remain- 
ing 16-Bit hopes to Rare, but they’ve also 
entrusted it with their 64-Bit future. Killer 
Instinct, the 3-D combat game used to 
demonstrate the power of Nintendo’s Ultra 64 
game system, was developed by Rare. This is 
both the flagship game for the Ultra 64 sys- 
tem and also the game Nintendo is using to 
reintroduce itself to the coin-op market. 

Nintendo has two strategic alliances on 
which it has based its future—Silicon 
Graphics, Incorporated and Rare Ltd. 


The Miracle Behind 
the Phenomenon 


While there is no question that Tim 
Stamper is one of the few storytellers blessed 
with the magic to create the best games, it is 
his less famous brother, Chris, that has 
enabled his magic to reach new heights. 

“We had a visit from Mr. Takeda (Genyo 
Takeda—one of Nintendo Co., Ltd.’s three 
top engineers),” says Chris Stamper. “We 
decided to show him a demonstration of a 


“fs creative 
people, we didn’t 
want to he a 
sort-of conversion 
house for major third- 
party developers,” 


boxing game we had created using rendered 
graphics on a Silicon Workstation. He was 
very impressed and asked what this would 
look like on a SNES. So into the evening and 
the next day, we had two of our engineers 
work on taking the 24-Bit, true-color imagery 
and converting it to SNES. 

”We’ve developed our own editor which is 
basically a small box that contains a very fast 
processor that we created to do all of the 
graphic manipulation that we would want to 
do. That tool enabled us to take the 24-Bit 
imagery and convert it to what the Super NES 
would look like. The editor itself was designed 
so that its display was exactly the same as a 
Super NES. So what we drew on screen was 
what we would see on the Super NES.” 

“When we took the guys from NCL 
(Nintendo Co., Ltd.) to the art department and 
showed them what we had, they kept looking 
under the table,” according to Tim Stamper. “I 
asked what they were doing. They said they 
were looking for the big computer because 
they didn’t understand that everything was 
being done in the small box.” 

While other companies are struggling to 
convert games from workstations to 32- and 
64-Bit systems with a minimum of distortion, 
Chris Stamper’s box allows him to port games 
over without losing any details, and he can do 
it in a matter of hours. This allows his brother, 
Tim, to let his imagination go wild as he 
throws thousands of details into his games 
without worrying about the limitation of his 
game platform. 

Donkey Kong Country includes such fine 
details as lamps buried within a fog bank; the 
kinds of details that artists creating games for 
more powerful systems have been unable to 
port without distortion. This does not reflect 
the superiority of the SNES as much as the 
revolutionary abilities of Chris Stamper’s 
mystery box. 

Impressed by Chris Stamper’s demonstra- 
tion of power and long aware of Tim’s cre- 
ative abilities, Takeda returned to Japan with 
news of the boxing game. NCL wholehearted- 
ly supported creating a special flagship SNES 
game with Rare. When the Stampers suggest- 
ed creating a new Donkey Kong title, 
Nintendo agreed. Sigeru Miyamoto, who 
created the original Donkey Kong games, 
faxed Rare some artistic suggestions and 







made himself available for 
consultation, but left the creative work in Tim 
Stamper’s hands. 

Mr. Miyamoto was very easy to work with, 
according to Tim Stamper. “He listens to you 
and recognizes good ideas.” 

Though the creation of Donkey Kong 
Country was extremely technical, its begin- 
nings were very simple. Tim Stamper and his 
crew began by drawing scenes on yellow 
Post-it Notes and laying them on a piece of 
posterboard. These sequential composites 
became the official storyboard for the game. 

Next, Rare technicians began the work of 
designing sets and characters on a Silicon 
Graphic Workstation. One graphic technician 
broke a branch from a pine tree and scanned it 
into the system. He used the scanned branch 
to color and texture-map trees. He scanned an 
old shovel to texture-map corrugated steel 
backgrounds. Donkey Kong, his allies and his 
enemies were also rendered on Silicon 
Graphics Workstations. 

As expected, Chris Stamper’s conversion 
box was able to translate the objects and 
characters created on the Silicon workstations 
to the SNES with almost no distortion. The 
finished game was so attractive that skeptics 
accused Nintendo of using screen shots from 
workstations in their advertising. 

Rare and Nintendo have announced that a 
Game Boy version of Donkey Kong 
Country, titled Donkey Kong Land, is in 
production. Chris Stamper admits that the 
game is nowhere near as attractive as the 
SNES version, but claims the smaller version 
marks a milestone for the hand-held platform. 
Though they have not announced any titles 
beyond Donkey Kong Country and Killer 
Instinct, Rare has begun work on future 
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HOLIDAY 
VIDEO GAME 


A guide to video game parties 
for the naughty and the nice 


by Jayson Hill 


It’s that time of year again—the holiday 
season! The time to get together with friends 
and share the holiday spirit ... and just maybe 
recruit a few new video game hobbyists. 

If you have never had a holiday party, it’s 
time you did. It’s not difficult, and is a great 
way to let friends know what their friendship 
has meant during the year. 

Putting video gaming into the mix can also 
add a flair to the evening’s events that will set 
the party apart from all the others the guests 
are likely to attend. It also introduces more 
people to the fascinating hobby of video 
gaming. Sound good? Then let’s get into the 
practical considerations of adding video 
games to a party. 


Invite All Your Friends 


Limiting the guest list to friends who 
already enjoy video games won’t win any 
gaming converts: you’ll be preaching to the 
choir. Look at this party as an opportunity to 
share the hobby with people who currently 
don’t know how much fun video games can 
be, or that the games are for all ages. 


Have Enough Systems 

A good rule of thumb is to have one system 
for every four people attending the party. That 
works out to two people playing and coaching 
on a system and two enjoying the other activi- 
ties the party has to offer: eating, drinking, 
talking and laying a line on the opposite sex. 

Most of us have limited resources. We have 
only so many game systems, and probably 
even fewer televisions to which we can con- 
nect them. If you need five systems at the 
party and only have enough equipment for 
two, there are solutions. 

Friends are probably the best place to make 
up equipment shortfalls, especially fellow 
video game enthusiasts. Tell them why you 
want to borrow the stuff, and more than likely 
they’ll be glad to loan you what you need. 
(Make sure to invite them before asking to 
borrow equipment.) They may even help you 
set up. If friends can’t help, there’s always 
rental. Though not the cheapest way to go, 
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you can be assured of 
having the equipment 
when it is needed. 

A real first-timer’s mis- 
take is to set up too many 
systems. If every square 
inch of the house is filled with video games, it 
will alienate the people who don’t like video 
games, because there is no place they can get 
away from them. People also need places to 
sit, stand and talk. If there are video games 
everywhere, talking groups will block access 
to systems or those groups will be broken up 
by players. Neither alternative is acceptable. 
Use sound judgment and common sense about 
the situation when making the calculation of 
how many systems to set up. 


Smart System Setup 

Remember, it’s possible that someone will 
be at the party who has never touched a game 
machine. To insure that the equipment sur- 
vives the night, it is important to post a few 
rules and take some simple precautions. 

Two posted rules will usually suffice: “No 
food or drinks on game systems,” and “Turn 
off game system power before removing or 
inserting cartridges.” These two simple rules 
will avoid the most damaging things that can 
happen to systems. 


Hand controllers are the weakest link in the 
hardware and new players tend to be the hard- 
est players on controllers. These two facts 
indicate how important it is that the sturdiest 
controllers be used at the party. Keep spares 
handy, if you have them. 

When deciding where to place systems, 
avoid putting all the systems in one dark video 
ghetto room. That would have the effect of 
dividing the party into those who play video 
games and those who don’t. Sprinkle systems 
throughout the party area. In this way, those 
who initially think they don’t want to play 
may see something that will pique their 
interest and give it a try. 


Keep the Games Simple 

Don’t put out games that take a day of read- 
ing instructions and practicing to get any- 
where on. If at all possible, offer games that 
a novice can sit down to and have an imme- 
diate positive experience. It’s a plus if an 
experienced player can also find them a 
challenge. Admittedly, finding such a 
game is a tall order. The science of pick- 
ing a game with these qualities is inex- 
act, so just go with your gut feelings 
and observe the reactions of players 
for future reference. 

Examples of games that have 
worked well for parties are: 
Devil’s Crush or Alien Crush 
pinball on the TurboGrafx-16, 

Tempest 2000 on the Jaguar, 

any of the Pac-Man family on 
many systems, Donkey Kong on various sys- 
tems, Space Wars on the Vectrex, Pilotwings 
on the SNES and (for the real novice) on the 
Atari 2600. 


Don't Forget to Feed 
the Guests 


Sound decisions about the types of food 
served, and how they are served, save systems 
and make clean up easier the next day. Messy 
and sticky foods seem to find a way into con- 
trollers: keep them to a minimum. Serve 
drinks in cans whenever possible. Cans spill 
less rapidly than cups, so there is a fighting 
chance to save a system when a spill occurs. 
Nothing will kill the party faster than running 
out of food—have plenty. 

Well, that’s about all any party giver needs 
to know when it comes to throwing a great 
holiday video game party. Experience will 
teach the rest. Think you can do it? Like I said 
before, the holidays are a great time to have a 
party. Most people are in a happy mood and 
are receptive to something new. Take advan- 
tage of that, and you might just be able to drag 
video games one step closer to becoming part 
of mainstream entertainment, as well as 
having a great time in the process. 

Hey, somebody wrap a little tinsel around 
that monitor! 


Combat Information Center—Choose 
your play options 
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~ Hitehhilking on the Information Highwa 


he first thing that must be understood, 

to effectively make our defense, is 

that the members of the EG Network 

On-line Team (NOT) aren’t what can 
be considered “fully socialized” individuals. 
We are, first and foremost, hardcore bitheads. 
We are proud of our scientific calculators and 
lament the death of the slide rule because we 
think those cases look really cool hanging on 
a belt. You need to keep this in mind. 

Our hapless phone drone, however, doesn’t 
really understand our mindset. Just because 
we listen to the hippest music, tend to ride 
motorcycles at unreasonable speeds and hang 
out with members of the opposite sex at clubs, 
he got fooled into thinking that we aren’t real- 
ly serious wireheads. Like it is just a job or 
something. We attribute his injuries directly to 
this mistaken impression. 

You see, sometime last week, he pulled a 
box out of the shreds of a Fed Ex wrapper, 
held it up proudly and spoke the fateful 
words: “Hey guys, look, the new copy of 
Hitchhiking on the Information Highway from 
Moon Valley just came in!” And then, so help 
us, he smiled. 

For those of you who aren’t aware, 
Hitchhiking is a starter CD for net surfing. 
One of those automated guides to learning to 
connect to the digiverse. 

First was a growl. The most ominous sound 
of all was the silence as the entire NOT 
stopped hitting the keys on their terminals. 

“This is supposed to be a great starter pack- 
age,” he said, voice wavering a bit. 

It was, as we told the police for the report, 
a pizza bone that hit him first. But the stale 
crust hadn’t even had time to fall to the floor 
before a steady stream of mice, keyboards, 
scientific calculators, gender changers and 
PDAs were thrown at him with just slightly 
less velocity than major league fast balls. The 
doctors later said that it was the Pogues CD 
lodged behind his left ear that did the real 
damage. 

We all stood around muttering as the EMTs 
worked to stabilize him. 
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“Thinking we need a starter set, serves 
him right.” 

“Like we can’t download our own tools.” 

“T was born with domain.name.” 

One of the EMTs, wheeling our drone out 
to the ambulance, happened to look over at 
one of the terminals. 

“Hey, that’s that on-line stuff, right? Man, 
I’ve heard it’s great, but it seems too hard to 
learn how to use,” he said right as he left. 

We just stood there looking at each other 
sheepishly and finally approached the offend- 
ing box, took out the CD and slotted it into 
one of our terminals. 

Two days of exhaustive testing later we had 
come to a unanimous decision. We wish we 
would have had one of these when we were 
starting out. 

The first thing to be understood about the 
Moon Valley offering is that it isn’t a product, 
as such. This is not some integrated package 
created by some new firm that might or might 
not hit the nail on the head for any particular 
user’s needs. Instead, Hitchhiking is compila- 
tion of products put on one CD. Most of these 
products are available elsewhere as stand- 
alone packages and the majority are available 
free of charge. 
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Now an astute reader is probably asking 
why they would want to pay money for some- 
thing they can get for free, and here we run 
into one of the paradoxes of the net. 

There is a wealth of information and tools 
available for the net, from starter guides to 
hardcore tools to in-depth technical refer- 
ences, all available free of charge. The catch? 
You have to download them. From? You 
guessed it, the net. Now if you need informa- 
tion on how to get on and navigate the net, 
and the only place to get it for free is on the 
net—Well, it’s a definite chicken-egg situa- 
tion. 

However, what Hitchhiking does is provide 
some of the best tools and references for the 
beginner available, on one CD that automati- 
cally loads the whole kit and caboodle on 
your hard drive and makes navigating it a 
snap, solving the problem in one fell swoop. 

Included with Hitchhiking are an interesting 
potpourri of software offerings. There are 
signup kits to Compuserve, America Online, 
Genie, Prodigy and Netcom. These kits are 
the exact same ones you would get if you sent 
to the company in question for them. 
However, they all come on the CD this way, 
and you only load the ones you want. 
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Next are all the training materials, which 
fall into two classes: some of the greatest text 
references ever written for the net, and some 
of the most useless multimedia films ever pro- 
duced about the subject of computing. 

Let’s get the bad stuff out of the way first. 

The movies included with Hitchhiking are 
really poor. For starters, they are way too 
short. A set of them is provided and each one 
is about a minute long. In a minute of time, it 
is rather hard to get deeply into computer top- 
ics, and these videos don’t. They have just 
about enough time to say things like, “A com- 
puter is a big box on your desk with a key- 
board and a thing like a TV on top,” before 
they kick out. Skip the movies. 

The text references, however, are the same 
ones the NOT passes out to newbies: Zen and 
the Art of Internet, Hitchhiking the Internet, a 
good Internet Services List and EFF’s Guide 
to the Internet are among the offerings on this 
CD. Really the only thing missing is a copy of 
the Jargon File, but it is not a required refer- 
ence at all, just a fun diversion, so it probably 
doesn’t belong here. 

The package also includes a few Windoze 
utilities, including the great Icon Hear It 
Too-Lite package of Windows customizations 
and tricks. This is a wondrous package for 
those who aren’t having Windows speed prob- 
lems; it provides custom cursors, speech 
packages and other performance-eating nifties 
for your Windows, if you are so inclined. A 
set of clocking utilities are included also, and 
one of these, while looking like fluff at first, 
is really a pretty useful tool. 

The Iconnect systometers at first look like 
eye candy, with their cute little Mousometer, 
which shows the number of feet traveled in a 
day by your mouse. But don’t let the cute fool 
you. This little panel is actually mondo, at a 





glance it will let you know how many minutes 
you have spent on-line, the condition of your 
modem, total memory available, memory 
available on a disk and it keeps an on-line log. 
But the real star of this package is 
SoftTerm for Windows, a full-bore, hardcore 


communications package for Windows. 

While the Internet and various commercial 
on-line services get all the press these days, 
everyone who is a serious wirehead has a soft 
spot in their heart for the simple community 
BBS. With the introduction of RIPterm allow- 
ing these humble local services to provide 
high-res graphics, there is some really inter- 
esting action in some quarters of the BBS 
scene. SoftTerm is the way to get there. 

The NOT are ardent users of Mustang’s 
Qmodem for Windows, but we have found 
that SoftTerm measures up to Qmodem in 
every respect, and even has some nifty 
features that don’t come with the standard 
Qmodem implementation. For example, it has 
a SLIP kernel for direct Internet connection. 
But the most charming part of the SoftTerm 
package is a database of over 12,000 local 
BBSes, with a search routine. We found our 
favorite little BBS, The Polaris Club (304- 
525-2960) listed right alongside some of the 
big boys in the database. When you find a 
BBS you think you might like, just double 
click and the program will hook you up to it. 

Overall, Hitchhiking on the Information 
Highway is a great package. For those users 
who are experienced net mavens, there isn’t a 
lot here except SoftTerm that they will need, 
but for newbies or less experienced users of 
the information ether, this is one of the best 
ways to painlessly become a net wizard. 
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We plan to apologize to our phone drone 
just as soon as the hospital releases him. 


Marvel Back In News 


Marvel, according to reports in PC Week, 
will be a part of the next beta test of the 
Windows ‘95 software. Marvel is the new 
rumored on-line service from Microsoft that is 
expected to be a standard part of the Windows 
‘95 package. The official name for the service 
(which Microsoft keeps denying, so it is kind 
of odd that it has an official name) is said to 
be the Microsoft Network. 

A second beta is expected around the time 
of this printing that will send out the new 
software and service to over 400,000 beta 
testers worldwide. The formal release of the 
much delayed Windows ‘95, and apparently 
the Microsoft Network, is scheduled for 
summer of ‘95. 


Prodigy On Internet 


Prodigy joins the bandwagon of providers 
attempting to commercialize the Internet. 

A new service, AstraNet, has been implement- 
ed to allow Prodigy to expand its Internet 
presence and also enter the potentially lucra- 
tive Internet information packaging and 
partnership game. 

The service will initially offer sports, finan- 
cial and news information for free to those 
accessing their homepage on the Internet. 
More in-depth information will be added in 
stages, in a pay-to-play format. AstraNet is 
located at www.astranet.com for WWW users. 

In other news, Prodigy has followed up on 
their trial work and expanded officially into 
Canada. 
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For the moment the service is going to be 
offered the same as in the U.S. and a special 
Canadian area will group subjects of 
Canadian interest on the service. However 
plans are being made with Southam, Inc., for 
a branch of the service to be implemented that 
will directly speak to Canadian lifestyles and 
interests. 





Surprise, Surprise ... 
AOL Making Strong 
Internet Bid 


America Online has acquired two Internet 
software companies in a bid to set a new 
defacto standard on the Internet for informa- 
tion delivery. 

Booklink Technologies, one of the two 
acquired companies, produces InternetWorks, 
a WWW browser that is already getting good 
publicity in the industry. AOL officials have 
expressed the hope that InternetWorks will 
become the defacto standard for WWW 
access, putting the product directly in compe- 
tition with the tremendously successful 
Mosaic software. 

AOL has also expressed an intent to 
provide an Internet-only service in the coming 
months. Watch this column for more details as 
they become available. 


MCI to Provide Newspaper 
as Part of New Service 


MCI, the long distance telephone provider, 
is making a jump expected of many telephone 
services by moving into the on-line world. 


The service, Friends and Family Mail, is 
going to include News-In-Motion, an elec- 
tronic daily newspaper. The paper will include 
all the standard fare of a daily paper and fea- 
ture the New York Times Crossword Puzzle. 
Color photos, animation and sound will be a 
standard part of the package. 

Most of the Friends and Family Mail 
services are centered on mail delivery on-line, 
including the ability to send greeting cards. 


Holiday Inn, For the 
Discriminating Wirehead 


Those of us addicted to on-line services and 
digital information have all found that travel 
presents something of a chore. Hooking up 
the laptop and all the hardware that makes us 
feel at home can be something of a hassle in 
some hotel rooms. 

However, these things will be a historical 
problem if Holiday Inn’s new trials work out. 
The hotel chain is planning a |2-site interac- 
tive trial, giving customers access to a number 
of digital services, including e-mail, access to 
on-line services, information services, video 
on demand and a number of other handy elec- 
tronic sources for the traveller. Currently, 
talks are reportedly being held between 
Holiday Inn and a number of sources, includ- 
ing the Sega Channel, so don’t leave that 
Genesis at home, folks. 


Sega In Cyberspace and 
on CompuServe 


Sega of America has opened up two new 
outlets in cyberspace, a WWW homepage and 
a new area on CompuServe. The new areas 
give Sega users the ability to download text, 
video and other materials relating to their 
favorite gaming platform. Feedback to Sega 
officials in the form of e-mail is also 
available. 

On CompuServe, realtime chat with Sega 
officials is available on a scheduled basis. 
Sega of America President Tom Kalinske was 
a recent guest on CompuServe, where he 
answered questions about the company and 
the games for an hour with users. 

Sega’s homepage is located at 
www.sega.com. 
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By John Withers 


Retraction: Due to a source error, the 
November copy EG erroneously reported 
that On-line Battle Tech was available on 
the Delphi service. This information is 
incorrect. Though Delphi does have many 


Kesmai games available, Battle Tech is not 
one of them and is not expected to have 
Battle Tech in the immediate future. We are 
sorry for any inconvenience this may have 
caused. 





CAN YOU SURVIVE RUSH 
HOUR AT 30,000 FEET? 






The air is thick with 
tension. Not to mention 
planes. Sixteen accidents 
waiting to happen. 
Thousands of lives 

on board. And you're 

in the control tower. 
Forget about the single 
radar screen. This is 
Air Havoc Controller, 
the stunningly realistic 
Air Traffic Control 
simulator on CD-ROM 
from Trimark 
Interactive. With 3-D 
computer graphics so 
true-to-life that if they 
were any more realistic... 
you'd be history. 
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Air Havoc Controller... 
landing soon in a store 
near you. 
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Acclaim Delivers with WWF Raw 


When Acclaim first launched its line of 
WWF-based wrestling sims, the prospects 
looked dim. The wrestlers barely resem- 
bled their prototypes, everybody had the 
same moves and style and icons—repre- 
senting everything from the Honky Tonk 
Man’s guitar to Hogan’s crucifix—period- 
ically floated across the screen, serving as 
power-ups. 

Over the years, however, developer 
Sculptured Software has smoothed out the 
rough edges, added features and improved 
the graphics to the point where WWF 
Raw—based on the license to the popular 
USA Network show, Monday Night 
Raw—is the finest wrestling simulation 
ever created, surpassing even American 
Technos’ WWF coin-op series. 

WWE Raw offers wrestling and fight 
game fans the richest variety of moves, 
options, bells and whistles ever seen in a 
grappling sim. A dozen WWF wrestlers, 
including newcomers such as Doink, 
Owen Hart, Luna Vachon and the 1-2-3 
Kid, are available for action in any of five 
match formats. There are one-on-one (sin- 
gles) matches, tag teamers, Bedlam bouts, 
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Survivor Series, Royal Rumble and Raw 
Endurance matches. Bedlam matches 
force a tag team to defeat both members 
of the opposing duo, while the Survivor 
Series format is essentially the same, but 
with two four-wrestler teams. The Royal 
Rumble is an interesting variant on the old 
Battle Royal concept. The spin here, how- 
ever, is that the wrestlers don’t all start out 
in the ring at the same time; they enter 
one by one, according to a predetermined 
order, and elimination occurs only when a 
wrestler is thrown out of the ring onto the 
floor. 

The new game also allows wrestlers to 
jump off any of the four turnbuckles, fea- 
tures both a bucket and a chair as outside- 
the-ring weapons and even introduces 


“secret” moves and random outside 
interference. 

Of course, there are still problems with 
the older game elements, and even more 
serious complaints concerning some of the 
more recent additions. The “Brawl” 
matches are simply dumb—the two 
wrestlers fight until one’s energy bar is 
exhausted. In a pseudo-sport where 
matches traditionally end with a pinfall, 
submission or disqualification, there is no 
dramatic satisfaction whatsoever in having 
a match simply stop while both wrestlers 
are still standing and ready to go. At the 
very least, the wrestler whose energy has 
run out should collapse, indicating that 





they cannot continue. And the series’ most 
obvious imperfection is the over-reliance 
on button-pushing to determine domi- 
nance when two grapplers lock up. 
Repeatedly pushing one or two buttons is 
among the most boring exercises in the 
video game canon, and the WWF games 
seem inextricably locked into this dull 
play mechanic. 

WWE Raw also introduces the concept 
of category ratings for wrestlers, who are 
gauged according to Speed, Strength, 
Weight and Stamina. Problem: something 
very important is missing here. Where is 
the height rating? Without a height rating, 
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a 375 Ib. wrestler who is 6°10” is treated 
the same as a grappler of equal weight 
who stands a foot shorter. By failing to 
take height into consideration, the accura- 
cy of the entire simulation is thrown off. 
An even greater problem, however, is 

the manner in which these ratings are inte- 
grated into game play. Sure, the 1-2-3 Kid 
is a lot faster than Bam Bam Bigelow, but 
the speed just makes him tougher to con- 
trol, and serves no real advantage in play- 
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How do the character wrestlers in 
WWE Raw rate as re-creations of the 
real wrestlers? Let’s take a quick look 
at some of the competitors of WWF 
and see: 


1-2-3 Kid—His hyper-speed, as men- 
tioned in the review, is almost a draw- 
back. He moves so quickly, it will be 
hard for players to draw him under 
their control. 


Bam Bam Bigelow—He looks exact- 
ly like the real Bam Bam, complete 
with head tattoos. Better yet, his 
wrestling style is a solid reproduction 
of the real Bigelow—but why is it so 
difficult to execute his finisher? 


Doink—Looks great, wrestles like the 
real thing (though several wrestlers 
have worn the greasepaint, they all 
maintained a similar style), and the 


ing the game. And it’s still just as easy for 
Yokozuna to throw a dropkick as Owen 
Hart, despite a gap in size large enough to 
choke the late Andre the Giant. 

Another serious problem with Raw is 
its introduction of a female wrestler— 
Bam Bam Bigelow’s former valet, Luna 
Vachon—who competes equally with the 
men. Not to sound like a misogynist or 
anything, but not even a hydraulic lift 
could suspend my disbelief when Luna 
runs into 568 Ib. Yokozuna and knocks 
him over like a duckpin. Certainly, if 
Acclaim and/or the WWF felt the need to 
add Luna, they could just as easily have 
eliminated, say, Lex Lugar (who has 
already been in several of these games and 
whose electronic simulacrum doesn’t look 
much like him) and added WWF Woman's 
Champ, Alundra Blaze (a.k.a., Madusa 
Macelli), so Luna would have someone 
realistic to fight. 

The game’s greatest affront, however, is 
its integration of the fashionable “secret 
moves” into the program. God knows it’s 
tough enough for a wrestling simulation to 
maintain credibility as real mano a mano 
conflict, but when Owen Hart starts spin- 
ning like a tornado with fists, any sense 
that we are engaged in a simulation of 
professional wrestling is toast. 

There’s certainly nothing intrinsically 
wrong with adding secret moves to a 
wrestler’s repertoire, but they have to be 
maneuvers that the wrestler could credibly 
perform. 

So, despite its pre-eminence, Acclaim’s 
WWE games still have a way to go before 
they match, say, EA Sports’ NHL or NFL 
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Whoopee Cushion is a 
killer move. Pi 
vee 
Owen Hart—Wrestling Bs 
moves are too similar to 
Brett—Owen has a more 
high-flying style—and the 
ratings are all screwed up. 
Owen is rated two points 
(on a scale of 10) stronger 
than Bret (absurd), and two 
points slower (ridiculous). 
I think the designers were 
way off base here. 


Luna Vachon—Just what 

is she doing here fighting 

monsters like Undertaker 

and Diesel? It is total 

lunacy, as are her ratings (she has the 
same Strength rating as Yokozuna!!). 


Yokozuna—Speaking of the big 


franchises. Movement is still hopelessly 
horizontal, with no action occurring on a 
vertical plane (a wrestler can only criss- 
cross off the ropes going left or right), 
and, as we have seen, several danger 
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signals are emerging. But for all of that, 
wrestlers like Bam Bam Bigelow and 
Brett Hart are remarkable reproductions of 
their real-life prototypes. And the use of 
computer-controlled wrestlers in tag-team 
action so that a lone player controls only 
one member of a team is a tremendous 
enhancement. 

Wrestling is the toughest of all athletic 
entertainment forms to simulate, because 
it is not real. The matches are choreo- 
graphed, the outcomes are predetermined 
and a wrestler’s primary concern is in 
keeping his opponent from serious harm, 
while looking to all the world as if they 
are beating him to death. As a result, the 
people who create wrestling simulations 
must attempt to re-create the illusion of 
combat. Sculptured has come closer than 
anyone else, but they still have miles to 
go. Ae (Bill Kunkel) 
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Samoan who once wrestled as 
“Kokina Maximus,” his ratings are a 
bit screwy, but he looks good, and 
there’s a perverse thrill to be gotten 
from having him throw a series of half 
a dozen dropkicks in a row. 
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COLD WAR 
ACTION RETRO 


Signpost up ahead: you have just entered—the Red Zone 


In just 24 hours the world will be a des- 
olate wasteland. Only an elite commando 
team and their Apache helicopter can save 
the planet from nuclear annihilation. 

Sound like a challenge? Red Zone, 
from Time Warner Interactive, is just that. 
As an action-adventure game, Red Zone 





uses the newly developed Super Spin 
algorithm that creates an animated 3-D 
world for a new genre of game play. 

The scenario unfolds in the fashion 
of an action movie, with intense opening 
graphics that inspire the armchair warrior 
with images of heavy artillery, cruising 
tanks and the crazed communist dictator 
Ivan Retovitz. He is ready to unleash 
nuclear death upon the world if it does 
not accept his annexation of a small 
neighboring country. 

The only hope for the free world is a 
handpicked commando team chosen for 
their weapons and martial arts abilities. 
The three members of the commando 
team each have their own special abilities. 
Shades, the leader, can fire a gun and 
throw grenades at targets behind boxes or 
sandbags. Rocco, the heavy weapons 
specialist, carries a big flamethrower and 
rocket launcher for taking out targets at a 
distance. Mirage, the infiltrator, has a gun 
and throws knives which then can be 
retrieved. 

The commandoes penetrate the enemy 
defenses in an Apache attack helicopter. 
This special chopper bristles with 
weapons designed to take on the country’s 
defenses. These weapons include a 30mm 
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chaingun, Hellfire Tank Killer missiles, 
70mm rockets and Stinger missiles for air- 
to-air combat. Each of these weapons has 
a limited supply of ammunition, so care 
should be taken in their consumption. 

The chopper also contains a satellite 
radar system, automatic night tracking 
system and an intelli- 
gence grid map system to 
help plan the attack to 
wipe out Ivan’s military 
might. 

With the intelligence 
grid, the player finds 
information about enemy 
troops and weapons, sup- 
plies for the chopper and 
prime targets that must be 
cleared in order to 
advance to the next stage. 

Upon reaching an 
enemy outpost or other 
destination, the team must 
land the Apache and infil- 
trate Ivan’s defenses to 
obtain the desired goal. Each mission has 
circumstances that lend themselves to a 
specific character. The player should 
evaluate the situation before choosing a 
team member to complete the mission. 

Ground combat is not only a series of 
obstacles, but a problem that requires as 
much brain power as firepower. Each 





character has only one life, and once 
killed, a different character must be 
chosen to complete the mission. 

If all three team members are killed or 
the chopper is destroyed, Ivan wins and 
the world becomes a nuclear wasteland. 

A Password Feature lets players start 
games at the beginning of the last stage in 
which they played. Continues are not 
offered. 


Other options include a Musical 
Preview that allows the player to sample 
the 16 different soundtracks. The music 
can get old after a while, but is not much 
of a nuisance. It captures the mood of des- 
perate combat without becoming a distrac- 
tion from the rest of the game. 





Ivan’s climb to power in Zyristan State 
and the cruelties that he has caused are 
chronicled in the History Option. 

Graphically the game is impressive: 
tables and obstacles can be climbed, rats 
scurry around the enemy’s underground 
bases and computer terminals even have 
potted plants. (These plants cannot be 
burned by the flamethrower, which seems 
odd, although human enemies flame up 
quite nicely.) 

Red Zone is not a game for young 
children. Its violence is extreme and can 
be quite gory (such as smoking corpses 
and dead bodies lying around). Play is 
also difficult to master and requires a lot 
of effort. It can become frustrating in 
some levels. Another cause for frustration 
is the series of screens that must be passed 
before one can resume play. Watching the 
mushroom cloud explode over and over 
can become tedious. 

Thematically, Red Zone seems outdat- 
ed. The Cold War has been over for quite 
some time. The Communists just don’t 
seem to be much of a threat to world 
peace; even the name Ivan Retovitz is 
pretty stale and unimaginative. 

Red Zone will appeal to those hard- 
core combat game vets who enjoy both air 
and ground tactics. It has a few flaws in 
the story and the graphics go a bit far in 
portraying the enemy’s lifeless corpses, 
but then again, war is not pretty. 

Gamers that enjoy a challenge may now 
strap on their machine guns and get ready 
to make the world safe for democracy. B 
(Christy Johnson) 
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THE FIRST TIME, YOU WON. 
THE SECOND TIME, THEY WON. 
THIS TIME... THERE WON'T BE A NEXT TIME. 


What you are about to experience will either destroy you—or make you a hero. 

: » Vader. Jabba. The rancor. The Death Star. The Emperor (yes, the Emperor!). Mode 7 graphics... 
Your worst nightmare brought to life in a massive 16-meg galaxy far, far away. 
But don’t panic, young Jedi. You get to play five different Star Wars® characters, 


including Wicket the Ewok and Princess Leia. Plus, you’ve got the Force on your side. 


Training is over. Prepare to face your destiny! 
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A INATTER OF 
CONTROL 


Uncle Syndicate wants you. Now! 


Adult 16-Bit gamers are the neglected 
stepchildren of electronic gaming. They 
watch scads of games come out for the 
12- to 16-year-olds, and salivate enviously 
over the games that come out for their 
friends with computers and CD multime- 
dia consoles. Then they sigh, and play a 
few rounds of Star Control, waiting for 
Space Hulk to come to a 16-Bit platform. 





Not that there aren’t any good games 
for grownups. Koei, for example, has put 
out many original wargames, and a small 
but steady flow of converted computer 
games relieves the monotony of run-of- 
the-mill RPGs and fighting games. 

One of the best computer games to 
come to 16-Bit lately is Syndicate, from 
British designers Bullfrog. In this hard- 
hitting game, players rule a criminal syn- 
dicate with the goal of taking over a grim, 
cyberpunk world where electronic drugs 
keep the populace placid and syndicates 
have replaced traditional government. 

The player assembles a team of four 
cybernetic agents who are inserted into a 
target country, where one mission must be 
performed before that country falls under 
the control of the syndicate. Each land is a 
different mission, which vary from 
straightforward elimination of other syndi- 
cates’ agents, to multipart tasks with sev- 
eral goals. Ruling the world is a simple 
matter of controlling all 50 countries. 

After a country has fallen, the player 
sets the tax rate and collects the revenue. 
Money makes the syndicate go ‘round, 
and the player will need this income to 
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buy weapons, ammunition, cybernetic 
implants and research. Don’t jack the tax 
rate up too high, though. If taxes are pun- 
ishingly high for very long, the populace 
will rebel, taxes will not be collected and 
the player will have to complete the mis- 
sion again. 

Research is a prime cash drain in 
Syndicate. A good range of equipment is 
available to players at the 
beginning of the game, 
but to get the really pow- 
erful items like advanced 
cyber-mods, flame throw- 
ers, miniguns, lasers and 
gauss guns, research must 
be funded. As the player 
puts more money into 
research, the faster the 
items become available. 
By allowing players to 
research what they wish, 
at whatever pace they 
want, Bullfrog has invest- 
ed a great deal of flexi- 
bility and replay value 
into Syndicate. 

If taxation and research sound too 
abstract, let’s talk about the missions. The 
player begins the game with a pool of 
eight agents (more may be recruited later), 
from which a team of up to four agents is 
assembled. After choosing the target coun- 
try on the world map, the player reads a 
mission brief which outlines the goals. 
With this knowledge in mind, the team is 
assembled and equipped with whatever 
weapons and mods are deemed necessary. 

Cyber-mods affect different areas of 
agent performance. Chest mods allow the 
agent to absorb more damage, arm mods 
allow them to carry heavy loads, etc. 
There are also leg, brain, eye and heart 
cyber-mods. Research lets the player 
develop up to three versions of each, for a 
total of 18 possible modifications. 

With the press of a button the team is 
inserted into the target area. The view is 
from an angled, overhead perspective. A 
line of text at the bottom of the screen 
reminds the player what the goal is, while 
boxes display the health, current weapon 
and API status of the agents. API is 
Adrenaline, Perception and Intelligence, 
and another unique feature of Syndicate. 


Each agent is hardwired with drug 
administration units that raise or lower 
their adrenaline, perception and intelli- 
gence. Adrenaline controls how fast the 
agent moves, perception determines reac- 
tion time and intelligence dictates how the 
computer-controlled agents will react to 
any given situation. In game terms, this 
means that each agent has a variable level 
of artificial intelligence when not under 
direct player control. This was a novel 
feature for a computer game and seems 
almost wondrous on the Genesis. 

Various button combinations make for 
different, useful API settings, but the play- 
er should take care not to dose the agents 
too much. They quickly build a tolerance 
to the drugs and using them too much will 
make them lose their effectiveness. 

The player either controls one agent at a 
time or controls the whole group. Even 
when in a group, the computer-controlled 
agents are smart, laying down covering 
fire and moving out of range of enemy 
weapons when prudent. 

It’s ironic that a game that is so much 
about control; controlling the world, con- 
trolling the agents, controlling the AI, 
should have such a problem with control. 
Control is Syndicate’s greatest failing. 
The Genesis doesn’t have enough buttons, 
and the D pad is imprecise at best. It can 
be very frustrating to fight through a long 
mission, only to have an agent killed by a 
slip of the control pad. Mastering the con- 
trols is part of the challenge of any game, 
but this goes far beyond that. 





In the end, Syndicate is a hell of a lot 
of fun. Great action, flexibility and lots of 
hours of game play give Syndicate 
unmatched depth of play. If it were easier 
to control, it could vie for game of the 
year, but for now, it’ll just have to settle 
for a... B (John Wesley Hardin) 


TECH SPECS 


PUBLISHER: Electronic Arts 
SYSTEM: Genesis 
Action/Strategy 


THEME: 
MEGABITS: 16 
PLAVERS: lor2 
LEVELS: 50 
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Generation Gap 


Star Trek Generations: Beyond the Nexus 


Star Trek Generations 
is the seventh installment 
in the Star Trek movie 
series, and Star Trek 
Generations: Beyond 
the Nexus is the first 
Game Boy cart to exploit 
the new license. 

The cart closely fol- 
lows the plot of the film 
which brings the two gen- 


erations of Star Trek {i}. 


together. Trekkers can 
finally see (most of) their 
heroes from both series, 
but the real question, Can 
Jean-Luc Picard kick 
James T. Kirk’s butt? will have to go 
unanswered here. 

Instead of a homogenous adventure, 
Generations is comprised of several dis- 
tinct sub-games. The player works through 
the story by accomplishing a series of 
tasks and missions. The missions take the 
form of ship-to-ship space combat, navi- 
gation and away team missions, while the 
tasks are puzzles and games of logic. 
Some invoke the feeling of the Star Trek 
universe better than others. 

The tasks come in two flavors. One has 
the player construct power conduits in a 
race against time, a la that old Game Boy 
standby, Pipedreams. Players are given 
random pieces of power conduit which 
they must assemble to channel the flow of 
power coming from the input end. Let the 
power flow unrestricted into the energy 
grid and there’ll be no more slack time in 
Ten Forward for you or anybody else. 

The other task is analysis. During the 
adventure players will have to conduct 
several types of analysis. They’re needed 
to interpret communication frequencies, 
determine energy signatures, search for 
organic or chemical elements and other 
vital things. It’s a game of memory and 
deduction. In one typical analysis puzzle, 
the player is given four slots to fill from a 
group of six symbols. The player has a 
limited number of attempts to place the 
correct symbols in their proper order. This 
is harder than it sounds and is an enjoy- 
able challenge. 

The space combat is less gratifying. The 
very first mission is a long battle with two 
renegade Tholian ships. The problem is 
that it is a long battle, whereas space com- 
bat is almost always quick and dirty in 
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Star Trek. Maneuvering a star ship in 
combat should never become monotonous, 
as this first battle threatens to do. For rea- 
sons not explained in the game or docu- 
mentation, the Enterprise has no photon 
torpedoes during this first mission. Maybe 
that’s why it seems to drag a little. 
Besides, the Enterprise is Star Fleet’s ship 
of the line. Why can’t it beat a couple of 
measly Tholian ships as fast as it takes out 
a Klingon Bird of Prey later in the game? 
Luckily, the designers don’t rely on this 
one mechanic to carry the entire game. 

Battle is conducted first-person, through 
the Enterprise’s Main View Screen. A 
Tactical Sensors Screen is accessed with 
the Select button. Here, the player gets a 
zoomable, overhead view of the 
Enterprise and surrounding space. Ships 
on this screen may be scanned for dam- 
age, a good way to keep apprised of how a 
battle is going. 

Away team scenarios are an important 
part of the missions. The member(s) of the 
away team are viewed from an overhead 
perspective. Players are given a short time 
to thread their way through maze-like cor- 
ridors to a goal, against adversaries who 
either must be eliminated or avoided. 

The last type of mission puts the player 
in charge of navigating the Enterprise. 
Whether into orbit or around dangerous 
obstacles, gamers have but one chance to 
successfully steer the ship through a series 
of target matrices which appear as squares 
on-screen. The player must use the Game 
Boy control pad to steer the ship through 
the center of these squares. They are aided 
by directional arrows that point to the way 
to the next matrix, and a bar graph that 
corresponds to the number of matrices 


which must be flown through. 

Each stage is set up by a screen where 
we see a digitized picture of whichever 
character is performing the mission. A 
paragraph of text tells us what must be 
done to make the mission a success, e.g., 
“Sulu must re-route power conduits to 
maintain the shield strength of the 
Enterprise.” If the player fails, the bad 
guys get away, or more often, the 
Enterprise is destroyed. Either way the 
game is over. 

Five passwords allow players to resume 
play between every three levels or so. One 
final password allows access to the last 
stages of the game. Because the game 
gives away the ending to the movie, the 
only way to get the password is to see the 
movie. It seems like pretty savvy market- 
ing on the part of Paramount Pictures. If 
one absolutely refuses to see the film, the 
password can be obtained from Absolute’s 
game counselors. Because there aren’t 
very many passwords, players will replay 
a lot of the same scenes, including some 
of the longer, most difficult ones. After a 
while, this ceases to entertain. 

Graphically, Star Trek Generations is 
as sophisticated as any Game Boy cart 





could be. There’s nothing really eye 
popping here, no great animations or 
anything, but the digitized images are 
nicely done, and nothing stands out as 
being badly done either. The sound is also 
pretty workmanlike. Nothing annoys, but 
nothing seems to stand out. 

Star Trek Generations: Beyond the 
Nexus is a challenging game, targeted at 
older Game Boy players. There’s a great 
deal of depth here and gamers can spend 
many hours playing it. Whether they 
choose to really depends on their fondness 
for all things Trek. Casual fans of the 
license will probably have less fun than 
hardcore devotees. f+ (John W. Hardin) 
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SULYPUTTY 


Clayfighter 2 drags players back to Mudville 


When the original 
Clayfighter came out, its 
clay-meteor-monsters- 
come-to-life story was a 
hilarious spoof of all the 
one-note fighting games 
that were flooding the 
market at the time. As a 
bonus, Clayfighter also 
had unique, claymation 
graphics and authentic 
fighting game action to 
back up the hip humor 
and silly premise. 

Now, two years after 
the game debuted on the 
SNES, there are a lot of 
variant fighting games that feature furry 
animals (Brutal), 3-D characters (Ballz!) 
and basketball players (Shaq-Fu), among 
others, so Clayfighter II can’t depend as 
much on sheer originality to obscure its 
faults the way the first game did. 

Many of the things that made the first 
game a classic are still here, and improved 
upon. There is no shortage of humor. C2’s 
complete name is Clayfighter 2: 
Judgment Clay, and the opening screens 
parody the movie Terminator 2. Fans will 
also find more of the same outrageous 
special moves that graced the first game. 

The animation is great, and the charac- 
ters look and move much more like Clay- 
mation figures. The sound is improved, as 
far as clarity goes; there is more digitized 
speech and a broader range of options. 

Three modes of play are available. Play 
against the computer, play against a 
human opponent in Versus Mode and one 
to eight players can fight a series of bat- 
tles in Tournament Mode. Three levels of 
difficulty and four speeds customize play, 
while the match timer controls the length 
of the fight. It can also be toggled off. 
After choosing how and where we’ re 
going to fight, it’s time to choose a fighter. 

There are seven characters available to 
players. Four are new to Mudville (the 
game’s small-town-overrun-by-aliens 
setting) and the other three are veterans 
from the first game. The newcomers are 
Hoppy (“The Battle Bunny”) a Rambo- 
esque pink bunny with a Schwarzenegger 
accent. There are also Goo-Goo, a very 
big baby who carries a mean rattle; 
Kangoo, a sweet natured, boxing kangaroo 
who packs a mean wallop; Nana, a giant, 
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Jamaican banana (don’t ask) and Octo, an 
eight-legged, uh ... thing, that looks sort of 
like an anthropomorphic body glove for 
an octopus. 

The veterans are Tiny, The Blob and 
Bad Mr. Frosty. The three vets have been 
retooled to some extent. All are modeled 
better, with more personality and clearer 
features. Tiny and the Blob have new ani- 
mations and a couple of new special 
moves, while Bad Mr. Frosty has been 
worked over extensively. He has a new, 
leaner look (with his backward baseball 
cap and hip hop name, it seems that Bad 
Mr. F now has that most dreaded of video 
game affectations, an attitude), and new 
special moves. 

C2 employs the same straightforward 
control as the first. Each character has 
three punches and three kicks of varying 
speed and power. The faster the blow the 
less power it has. Devastating blows do 
lots of damage but there is time for oppo- 
nents to block or strike before they land 

This being a fighting game, there are of 
course special moves. This being an ani- 
mated clay fighting game, they are a lot of 
fun to watch, but none seem as inspired as 
the truly crazy special moves in the first 
game. There is nothing as spectacular as 
The Blob’s flying sawblade attack that 
comically cuts his opponents in two. 
There are lots of throwing attacks that 
require button combinations, but are they 
special attacks? Not really. 

As mentioned, the graphics are really 
improved over the first version. 
Everything is smoother, cleaner, brighter 
and better animated than before. There are 
many more arenas to fight in, and they 


each contain bizarre little animations in 
the background. Some of them are down- 
right surreal. A few of the arenas have 
drawings in the foreground, behind which 
fighters may disappear. These can be tog- 
gled on or off in the Options Screen. 

The sound is also improved over the 
first game. The music is better, and there 
is a good deal more digitized speech. 
During bouts, the fighters announce their 
special moves, and it’s amusing to hear 
Hoppy say “‘speening carrot” as he launch- 
es the flying vegetable at his opponent. 

Some things are not improvements. 
Goo Goo’s giggle after he wins a battle is 
so gratingly annoying that it actually 
detracts from the whole game, and 
Kangoo’s laugh isn’t much better. 

In the worst light, Clayfighter 2 seems 
like an uninspired retread of the original. 
While C2 is cute and funny, it lacks some- 
thing. Where is the spirit of Blue Suede 
Goo? That character’s near malicious 
Elvis parody embodied the freewheeling 
humor that made the first game so hip. 
None of these new fighters approach that 
pinnacle of weirdness. 

So it falls short of the style mark set by 
the first Clayfighter. Is Clayfighter 2 fun 
to play? Well, okay, yeah. It’s a pretty 





good fighting game, even if some of the 
characters are not lots of fun to play. 
There’s action, humor, lots of eye candy, 
mostly good sound effects and a complete 
crew of well hidden, alter-ego characters, 
with their own special moves. Many 
gamers probably won’t see all of these 
fighters without some sort of player’s 
guide, but most will have fun trying to 
find them. 

Clayfighter 2 is definitely a different 
flavor of fighting game. It’s not as creative 
as the first game, but that much originality 
twice in a row is a lot to ask, even from 
Interplay. B- (John Wesley Hardin) 


TECH SPECS 


PUBLISHER: Interplay 
SYSTEM: SHES 
Fighting 


THEME: 
MEGABITS: 16 


PLAYERS: 1,2,40r8 
LEVELS: 16 











HIS IS THE PRICE OF FAILURE. 


ne bunch of 

d cases. 

dds stink. 
v8 





16 megs of rugged adventure and non-stop 
action with smooth animation and full-screen 
movie sequences. 





A chopper assault through a storm of fire 
and an underground blast-fest. 





Body count: in the radicals’ maze-like bunkers, 
it’s muzzle-to-muzzle. 


Control:3 outfa-control commandos: 
Mirage, Shades, and Rocco. 





4 StS | Sh) FS 





>» 
Se “Suny rotating 3-D world, animated at , 
it. G0 frames per second. Two above and x 


10 Underground environments. 





| MANUFACTURED FOR PLAY ON MAA 
THE SEGA™ GENESIS™ SYSTEM. —— 





paaRae: 29 & 


Your Apache's got it all: radar, auto night : ” 
tracking and the devil’s own firepower. i. 





RED ZONE™ and © 1994 Scavenger. All Rights Reserved. Exclusively licensed Time Warner Interactive, Inc iv; > This official seal‘is your assur- Rated by V.R.C. 
to Time Warner Interactive, Inc. for play on Sega Video Game Systems. All - 675 Sycamore Drive " ance that this product meets. the 
rights reserved. Sega™ and Genesis™ are trademarks of Sega Enterprises Ltd o) Milpitas, California 95035 f =, highest. quality. standards of 
All rights reserved, The Videogame Ratirig Council, its rating system, symbols = pe py SEGA™. Buy games and acces- 
and indicia are trademarks of Sega of America, Inc. ©1993 Sega eed "SEAL OF hae My se ee a 
ag the Sega™ Genesis system. 


[ 
A 
A 
T 
A 
| 
0 
f 
E 





PAINTING [5 
LOONEY TUNES 


Learn animation with the Acme Animation Factory 


Fans of the Roadrunner cartoons know 
that Wile E. Coyote is forever acquiring 
fantastic gadgets from the Acme catalog 
that certainly do the job they’re supposed 
to, but he never quite seems to be success- 
ful in achieving his ultimate goal with 
them. Young, would-be animation artists 
can learn the rudiments of computer 





painting, a little about frame sequencing 
and even something about composing 
music from this cartridge, but they may 
not end up with the results they anticipate. 

It’s impossible to discuss Sunsoft’s 
Acme Animation Factory (AAF) without 
some comparisons to Nintendo’s own 
Mario Paint (MP). First, although it is 
possible to use AAF with a controller, the 
SNES Mouse is both supported and rec- 
ommended. It allows much finer, 
adjustable control. The thing is, in most 
cases, owners of the mouse also already 
have MP, because the mouse is packed 
with that cartridge. With one or two 
exceptions, one can do just about anything 
in MP that one can do in AAF. 


TECH SPECS 


THEME: Creative fun 
MEGABITS: 8 

PLAVERS: 1 

LEVELS: n/a 





Of course, for many folks (young or 
old) the delightful Looney Tunes 
menagerie might make the difference. 
Bugs, Tweetybird, Daffy and Taz appear 
in a literally laid-back version of the the 
familiar Looney Tunes concentric circles 
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stage on the opening screen. Wile E. 
Coyote and the Roadrunner show up at 
various locations in the program, as do 
Porky Pig, Speedy Gonzales, Marvin the 
Martian, Pepe LePew and Yosemite Sam. 
There are differences between MP and 
AAF in the arrangement of and access to 
the various features. Porky hosts AAF’s 
Main Menu (his “Th-that’s all, folks!” is a 
little odd at this point) where one may 
select the Drawing Board, Animation 
Studio, Music Hall, Mission Control, 
Save/Load or Game Arcade. The cursor is 
a small hand (gloved, of course), moved 
with the mouse or direction pad. Its finger 
bends when the mouse (or controller) but- 
tons are pressed. Instead of going right 
into the selected activity on pressing an 
icon, a new character appears with a sig- 
nature remark (Bugs’ is, of course, 
“What’s Up, Doc?”) and it’s necessary to 
go down to a Start Icon and push it, too. 
The drawing board is a large white area 
with a number of icons across the top and 





a 15-color palette across the bottom. The 
drawing tool may be either a pen, leaving 
a solid trail of selectable width (one can’t 
make a thin solid line with the controller), 
or a spray can, which covers a similarly 
variable-sized line with random dots. 

MP has many patterns and Stamp Icons 
as part of a large palette. With AAF, there 
are only the 15 colors to select from, but 
any one of these can be changed to anoth- 
er color using a cleverly animated color- 
mixer machine presided over by Bugs 
Bunny. Sequences of colors can be made 
to cycle in any of the palette slots as well, 
which is great for water effects or neon 
signs. In addition, a Pattern Icon atop the 
drawing screen lets the artist paint with 
any one of several pre-made patterns or 


with custom patterns—these, too, must be 
assigned to one of the 15 palette slots. 
Plaid and polka-dot paints were always a 
staple of the old cartoons. 

A Rubber Stamp Icon allows stamping 
squares of color or patterns at will. It is 
also possible to cut and paste a copy of 
selected areas, using a scissors icon; these 
can be flipped and flopped if desired. 
There are letters and numbers, in four font 
styles, that can be inserted in any palette 
color. There are also pre-drawn landscapes 
to be colored in or otherwise altered and 
saved, if so desired. 

The Animation Studio can be entered 
directly from the Drawing Board. There 
are a number of pre-drawn animations of 





the familiar Warner Bros. characters, each 
in sets of six to eight frames, ready to be 
painted, flipped or flopped and inserted 
into a cartoon. Ambitious artists can create 
a series of frames using their own charac- 
ters if desired, or alter the already drawn 
ones. The cartoon can take a path of up to 
99 such frames, overlayed on the drawing 
created on the Drawing Board. 

The Music Hall provides the opportuni- 
ty to add a score, and there are eight pre- 
written tunes that may be used directly or 
altered to fit, or the budding renaissance 
person may write their own tunes, com- 
plete with four-part harmony. As in MP, 
the tune can be in either 3/4 or 4/4 time, 
for up to 32 measures, but everything’s in 
whole notes on the treble clef. 

One such creation can be saved at a 
time on the cart, but for long-term saving 
(allowing for future works) there are 
directions for videotaping the production. 

The Game Arcade? It’s a timed version 
of Concentration, but selecting three 
“empty” crates loses the round, so chance 
plays too big a part. MP’s Gnat Attack is 
much more fun and aids in teaching 
mouse technique, as this does not. 

Acme Animation Factory is fun and, 
for a mildly complex creative product, 
fairly user friendly—the learning curve 
should not be high for its target audience. 
But it’s not that much of a step beyond 
Mario Paint, so selecting it will be large- 
ly a personal choice for some. B (Ross 
Chamberlain) 
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Join Firebrand ws. the Gargoyles in Demon’s Crest 


He escapes on a cold 
night. The only witnesses 
to his struggle with the 
moldering corpse of the 
once-great dragon are the 
twisted trees surrounding 
the battleground and the 
ghosts in a nearby grave- 
yard. It matters little that 
his victory goes unlaud- 
ed: Firebrand is no ordi- 
nary hero. Evil Gargoyles 
have seized control of his 
land and, loved or feared, 
he is determined to fight 
them. In Demon’s Crest, 
the Demon Empire is shot 
to hell, and only Firebrand, a.k.a. the Red 
Demon, seems to give a damn. 

Demon’s Crest, by Capcom USA, Inc., 
is the latest and, in may ways, the best 
installment in a series of gothic adventure 
games. It follows the story of Firebrand, 
who once conquered the Demon World in 
his quest to collect the six magical crest 
stones. Critically wounded during a major 
battle, Firebrand became vulnerable. 
Phlanx, a nasty and opportunistic 
Gargoyle, attacked the weakened Red 
Demon and stole his treasure. Now 
Firebrand must recapture the stones and 
save his kingdom. (No, he does not link 
them into the Triforce and wake up the 
princess.) 

As a demon, Firebrand has a few skills 
that come in handy. He spits fireballs, has 
a headbutt that can shatter rock, and can 
leap and hover a few feet off the ground. 
Each time he defeats a boss imp, 
Firebrand receives one of the crest stones 
and gains new powers. Each stone pos- 
sesses a unique elemental power, i.e., 
earth, wind, fire, heaven, time and water. 
The earth stone turns Firebrand into a 
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powerful Ground Gargoyle who can ram 
enemies and spit fire. The wind stone 
turns him into an Aerial Gargoyle, allow- 
ing him to fly high and fast. 

With all of these powers Firebrand may 
sound pretty invincible, but he’s in for a 
devilishly hard time. Not only is he up 
against flying eyeballs, ghostly phantoms 
and an array of creative and nasty mon- 
sters, he also fights seven talented major 
demons with a few tricks of their own. 

Visually, Demon’s Crest is a Hallo- 
ween delight. Capcom, a game company 
that specializes in highly-detailed anima- 
tion, has created a demon’s world to die 
for. Filled with ruins, paved with skulls, 
and laced with the deformed and the dead, 
Demon’s Crest flies from one eye-catch- 
ing scenario to the next. The cartoon-like 
style of this game’s animation prevents it 
from becoming too ghastly or macabre. 

Demon’s Crest sounds as wicked as it 
looks. It is scored with eerie, high-pitched 
music loaded with a small variety of 
appropriate hisses and groans. Though this 
game is far more visual than audio, the 
sound people behind this game have noth- 
ing to be ashamed of. 

Control is sinfully easy. When the game 
begins, Firebrand only spits fire, head- 
butts and hovers. The Y button controls 
his butting, the B button makes him jump 
and hover, and the A button makes him 
spit fireballs. As he collects money and 
inventory, he can buy magic spells and 
potions to continue his fight. 

If Firebrand and his nether-world sound 
familiar, it’s because he has played a sig- 
nificant role in video game history. The 


public first met them in the arcade hit, 
Ghosts and Goblins. In that game, King 
Arthur battled demons to rescue his kid- 
napped sweetheart. Firebrand and several 
pesky facsimiles challenged Arthur as he 
cut his way toward his true love’s rescue. 

Demon’s Quest may follow the adven- 
tures of a wicked little devil, but it has a 
noble heritage. Ghosts and Goblins was 
one of the first games sold for the NES. 
Sega licensed King Arthur and produced 
an excellent game called Ghouls and 
Ghosts to accompany the release of the 
Genesis. (One magazine raved that it was 
the first “perfect game” for a home sys- 
tem.) These games were fast and attractive 
and made the new hardware more desir- 
able. A Ghosts and Goblins game has 
accompanied the launch of nearly every 
major cartridge system. When reviewers 
wanted to demonstrate the graphic superi- 
ority of the SNES over the Genesis, they 
pointed to Super Ghouls and Ghosts, one 
of the first SNES games. Though it did 
not accompany the introduction of the sys- 
tem, Capcom even published Gargoyle’s 
Quest for the Game Boy. 

One important ingredient missing in 
Demon’s Quest is the wicked sense of 
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humor that punctuated the earlier games. 
Then, King Arthur ran through the coun- 
tryside dressed in a suit of armor. When 
wounded, he lost his armor and continued 
the fight in his skivvies. Like Arthur, the 
original monsters were drawn with 
tongue-in-cheek. 

In this latest game, the enemies are just 
as attractive and gruesome as their earlier 
counterparts, but they seem more heavy 
handed. A lighter touch might have made 
this game more compelling. Instead, 
Capcom has included a little extra ghoul- 
ishness. These touches are interesting to 
look at, but not entirely satisfying. B+ 
(Steven L. Kent) 


Some People Couldnt Wait 
For Our New Dual Compatible 
Arcade Pro Joystick To Hit 
The Stores! 


We're not surprised. Some people will 
do anything to win on Sega Genesis™ and 
Super Nintendo®. And The Arcade Pro 
definitely gives you the winning advantage 
you need. 
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Blow away the competition and then use 
Slow Motion to plan your next attack. 


The Arcade Pro is available everywhere 
cool video game accessories are sold. So 
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and kick some butt on Sega Genesis and 
Super Nintendo. 
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THE WELL-FED 
GOBBIER 


Pac-Attack invades puzzle category 


The gaming craze of 
1980 meets the gaming 
craze of 1990. In this 
unexpected, yet strangely 
appealing, marriage 
between Pac-Man and 
Tetris, the gallant gobbler 
and his ghostly adver- 
saries fall down along 
with the oddly-shaped 
pieces so familiar to fans 
of Alexey Pajnitov’s 
classic brain game. 

As in Tetris and its 
myriad of permutations, 
the goal is to drop the 
shapes into place at the 
bottom of the well to form complete lines. 
When the gamer makes a complete line, it 
vanishes and lowers the level in the well. 

The basic mechanics differ from Tetris 
in two major respects. Although the pieces 
maintain their original configuration as 
they fall, they shift around when they 
strike the pieces already in the well. Each 
segment of the active piece drops straight 





down as far as possible until it comes to 
rest on a line segment or ghost. 

It’s still vital to use the A button to re- 
orient a piece during its plummet, though. 
Otherwise, it might land the wrong way 
and bury a ghost so that it can’t be 
removed. 

The other innovation is the incorpora- 
tion of Pac-Man elements into the game. 
The ghosts, embedded in shapes that may 
also include Pacs and line segments, clog 
up the works. No line can be finished, and 
thus removed, while a ghost is present. 

As in the immortal maze-chase game, it 
takes Pac-Man to wipe out the ghosts so 
dropping pieces can fill in those pesky 
spaces. When a Pac drops from the top of 
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the screen, the player tries to position it so 
it lands on top of or adjacent to, a ghost. 

The Pac eats every 
ghost it can reach. It con- 
tinues to gobble ghosts 
until there are no more in 
its path. It disappears 
when it runs out of 
munchies, and the next 
piece begins its descent. 

Pac-Attack offers 
three modes of play, two 
solitaire contests and a 
head-to-head confronta- 
tion on a vertically- 
bisected screen. 

The Normal Option is 
the closest to the other 
block-dropping titles. 
Pieces, each previewed in a window to the 
left of the well, continue to fall until 
increasing speed and insoluble 
positions fill up the well so that no more 
can drop. 

Pacs always drop separately from 
pieces in this version. When the Pac lands, 
it seeks ghosts. It eats as many as it can 
without moving back up the playfield or 
making a right or left turn that is not 
forced by the immovable line segments. 

A Pac can’t be steered like in other Pac- 
Man titles. It eats everything it can reach 
and then dies. 

There are four difficulty levels in 
Normal Mode. The easiest starts from 
Level One. The others begin at levels 10, 
40 and 100. A vanity board collects high 
scores, but the system isn’t perfect. It’s 
much too easy to start at a high level and 


accumulate a big score even while playing 
very badly. 

The Puzzle Mode is tough even for 
those who drop pieces as skillfully as talk 
show hosts drop names. With a limited 
supply of only five Pacs, each embedded 
in a piece, the participant attempts to clear 
out the whole well. The contest ends once 
the fifth Pac drops. 

The third game features head-to-head 
competition. A very useful option is that 
the falling speed is regulated separately 
for each well. This allows players of 
greatly dissimilar ability, such as a parent 
and a young child, or a teenage arcade ace 
and an aging Electronic Games editor, 
to compete against each other enjoyably. 

The graphics employ a brick wall motif, 
decorated with cartoon drawings of 
Pac-Man characters. The quality of the 
images is acceptable, nothing more. This 
has become a tradition for this genre, in 
which everything is subordinated to the 
addictive game play. 

The music is decent, but hardly any- 
thing exceptional. The upbeat changes as 
the player racks up completed levels, but 
the tempo doesn’t increase to reflect the 
escalating speed. A few bars from the 
Pac-Man theme herald each Pac’s arrival 





The lack of originality makes it hard to 
gauge the worth of Pac-Attack. It is an 
undeniably ingratiating, if minor, car- 
tridge, but comparison to the Tetris family 
is inescapable. The cartoon drawings, pop 
music score and Pac-Man connection 
may make it more appealing than Tetris 
for younger enthusiasts, but most will 
probably prefer to stick with the tried-and- 
true game from Russia. B (Arnie Katz) 


TECH SPECS 


PUBLISHER: Namco 
SYSTEM: Genesis 
Kinetic Puzzle 


THEME: 
MEGABITS: 16 
PLAYERS: 1-2 
LEVELS: /A 
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THE FINAL GRADE 


The following chart details the 
thoughts and opinions of several | 
different reviewers on some of 
the latest software 


Aerobiz Supersonic 
Alien vs. Predator taguarl 
Adv. of Batman/Rbn 
Ballz 
Blackthorn 

Breath of Fire 
Bubsy Il 

Daffy Duck: marvin miss. 
DNR of Superman 
Double Dragon V 
Dynamite Headdy 
Earthworm Jim 
Final Fantasy Ill 
Generations Lost 
Goofy’s History Tour 
HardBall ‘94 

Illusion of Gaia 
Indiana Jones 6.A. 
dungle Book 
Larussa Baseball ‘95 
Lord of the Rings 
Maximum Carnage 
Mickey Mania 

MLBPA Baseball ‘94 — 
NBA Jam 

Obitus 

Pitfall: Myan Adv. 
Radical Rex 

Rocko's Modern Life 
Shining Force Il 
Starfleet Academy 
Star Trek: TNG (snes) 
Sub-Terrania 

Taz Escape Fr. Mars 
Tempest 2000 

The Lion King 

Urban Strike 

Virtual Bart 

World Heroes 
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Rex takes the time to court the ladies 


between his battles to save the dinosaurs. 


Flectronic Games 





(Accolade/Genesis) The Bobcat 
is back in a quality adventure that surpass- 
es the original Genesis romp. With 15 lev- 
els of attitude, Bubsy must save his twin 
niece and nephew, defeat Oinker P. Hamm 
and go for all the marbles in the 
Amazatorium, Hamm’s dual-winged, 
three-story, virtual theme park salute to 
history. In addition to much-improved 
graphics and engrossing music, the game 
play is above average. 

This sequel shows a lot of imagination 
and flexibility. Bubsy fans not only have a 
variety of levels and difficulties to select 
among, but also the chance for either a 
head-to-head challenge or a cooperative 
romp. A (Laurie Yates) 


(Activision/ 
SNES) Activision continues to mine the 
past for interesting contemporary material, 
and Pitfall was a pretty good choice; after 
all, platform games have come a long way 
since this breakthrough game was 


000000 





released. Unfortunately, this revamp 
doesn’t have nearly the same impact as 
the original game did on the Atari 2600. 
The graphics, animation and game design 
are largely journeyman, with no real 
inspiration behind them. 

It’s okay, but don’t expect Harry to get 
a cartoon show based on the success of 
this game. B- (Bill Kunkel) 

(Sunsoft/Genesis) 
Video game sequels are usually bad news, 
but Iguana’s development of Aero 2, 
replete with new moves and techniques, 
animations, music and enemies makes this 
outing even more batty. Once again after 
evil Edgar Ektor, Aero and his new 
squeeze, Batasha, are in unknown worlds 
trying to find out what “Plan B” is and 
who’s behind it. While still a side-scroller, 
anyone unfamiliar with the bat should 
check out this adventure. B (Laurie Yates) 
(Accolade/SNES) The addition of 

the SNES’ Mode-7 features improves this 
Genesis port, but they can’t save such a 
critically-flawed game. Based on an inter- 
esting concept—3-D spherical fighting 
figures in dimensional combat—t is only 


an average fighting game. The animations 
and music are solid, but what really ruins 
this martial arts contest is the emphasis on 





character morphing, rude gesturing and 
down-right dirty fighting. If being 
spanked by a ballerina, mooned by a 
clown or spat upon by a cave man is 
what’s been missing from the arena, then 
this is the game for your shelf. Otherwise, 
the gimmicky special moves just muck 
things up. € (Laurie Yates) 


(Electronic Arts/Genesis) 
Does the American gaming public need a 
new FIFA Soccer entry every year? 
Probably not, since the players and their 
stats are largely mysteries to most U.S. 
gamers. Still, there are some improve- 
ments in graphics, and if you don’t own 
the original, this is the best soccer sim 
around. A (Bill Kunkel) 

(Activision/Genesis) Don’t 
confuse Rex with Barney. Radical Rex is a 
skateboarding, fire-breathing, truly hip, 
partying prehistoric primordial. In this 
side-scrolling action game, Rex has five 
worlds and 11 levels to save the dinosaurs 
from extinction at the hands of the evil 
mastermind (is there any other kind?), 
Skriitch, who represents mammalian cun- 
ning at its worst. The graphics are great, 
the musical score is catchy (but can be 
toggled off), and the locales are diverse, 
ranging from a jungle to the insides of a 
dinosaur. Fighting Skriitch’s horrible hex, 
and saving the ‘saurs is all in a day’s work 
for this impressive game. B (Laurie Yates) 

(Electronic Arts/Genesis) 
This remains the strongest golf sim in the 
video game world. It’s intuitive, attractive 
and boasts several new features over the 
last edition. 

There are eight TPC courses, three new 
tournies and seven different play modes. 
There are 10 featured PGA pros on hand, 
complete with trademark swings and a 
new Ball Lie window. Throw in the bat- 
tery back-up and you’ve got everything a 
virtual duffer could want, except perhaps 
for a course design feature, which is real- 


istically impossible. A (Bill Kunkel) 
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Doom II: Hell on Earth had been one 
of the most anxiously-awaited titles as 
evidenced by the number of messages 
posted on the Internet and other computer 
networks prior to its October release. 
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One pass through even the game’s first 
level confirms that Doom II is worth all 
the attention. id Software’s master design- 
ers and programmers built new monsters, 
a new weapon, better graphics and level 


[74 Electronic Games 





Think DOOM 
WAS TOUGH? 


Doom II: Hell on Earth 


designs around the existing Doom engine 
for one “hell” of an experience. Doom II 
is not only more exciting and climactic 
than Doom, but it is also much more 
difficult and challenging. 

The story behind Doom II is very sim- 
ple, but the change in environments opens 
up many more possibilities. After a suc- 
cessful campaign on Mars in Doom, the 
player returns to Earth to find that some 
familiar demons and mutants have overrun 
the planet. They have blocked the launch 
of a spaceship with Earth’s last survivors. 

Once again, the player has to jump back 
into a seemingly endless battle against 
imps, cacodemons and barons of hell. 
Doom II progresses on Earth into the 
demons’ own dimension where players 
will face the most powerful and devious 
monster id has ever placed in a game. 

For those neophytes who have never 
tried a Doom game, some explanation 














may be in order. Doom II is a first-person, 
behind-the-weapon perspective action 
adventure in which players search game 
levels for secret doors, keys, weapons, 
special items and ultimately the exit as 
they destroy, chainsaw and blow away the 
numerous monsters that stand in their way. 
Players find better weapons and ammo as 
they progress through the 30 regular and 
two secret levels, but the enemies and 
hazards also increase in difficulty. 
Weapons in Doom II range from a 


TECH SPECS 


PUBLISHER: GC Interactive 
DESIGNER: id Software 
SYSTEM:  mS-DOS 
Action 

15 MB 


THEME: 
HD SPACE: 
PLAYERS: 1-4 
LEVELS: 32 
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shotgun and chainsaw to a rocket launcher 
and the BFG 9000 (just this side of a 
nuclear weapon). Monsters vary from the 
fireball-throwing imp to the new archvile 
that attacks with streams of flames and 
also revives dead monsters. The game is 
straightforward action and exciting all the 
way. Multiple players may hook up via 
network or modem in cooperative or 
competitive play. This competitive 
“Deathmatch” Mode is one of the most 
exciting ways to play Doom II. 

Doom II only offers one “new” 
weapon. Many players don’t like it. A 
double-barreled (combat) shotgun allows 
players to cause twice the damage with a 
single pull of the trigger. This shotgun has 
a built-in hesitation between shots for 
loading time and wastes ammo. 

Unfortunately, when players press the 
‘3’ button to select the shotgun weapons, 
the game defaults to the combat version. 
Another key press selects the single-shot 
shotgun. id should have placed the combat 
shotgun command on another key so peo- 
ple could make a quick distinction. 

The new monsters in Doom II are quite 
exciting and deadly. The arachnotron is a 
miniature version of the spider master- 
mind boss creature. It can take out any 
player in an instant with its rapid-fire bul- 
lets. The pain elemental is like a cacode- 
mon, but it spits out lost souls (flaming 
skulls). The revenant is a nasty rocket- 
launching skeleton that is quick on its 
bony feet. The mancubus fires with both 
appendages, but offers a nice wide target. 

The aforementioned spider mastermind 
and archvile join the huge cyberdemon 
and final monster as the game’s toughest 
creatures. Fortunately, players only meet a 
few of them. 

Doom II’s graphic quality is of the 
same caliber as Doom, but the level 
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designs include more background details 
and lighting effects. The perspective 
draws players to the game and connects 
the levels into a great sprawling complex. 
One room in an early level called “The 
Crusher” is especially impressive because 
of its cavernous appearance and interest- 
ing, titular mechanism. 

Doom II’s music is simple and less 
intrusive than other game scores. That’s 
just fine because players won’t hear much 
music over the explosions, screams and 
other digital sound effects. Turn up the 
speakers and the neighbors will think 
there’s an apocalyptic film on the telly! 





Doom II re-creates the fun and over- 
indulgent mayhem of its predecessor. The 
blood and gore may be too much for some 
players, but it appeals to the juvenile in 
every gamer. Even Doom II’s early levels 
are challenging, so players can imagine 
how much more time they need to spend 
on later levels in the inferno. The final 
battle is a fitting reward for the player that 
survived that far. The many secret areas 
are tough to discover, but players will find 
the game a little easier because of the 
items they'll earn in these areas. 

id Software responded to its fans with 
the best, most over-the-top game in its 
genre ... until their next one! Al 
(Russ Ceccola) 


THE DOOM 
CHALLENGE 


Jay Wilbur, id Software’s self- 
described “biz guy,” recently spoke to 
EG about Doom II. He addressed the 
game’s difficulty by saying that id 
aimed the game at the Doom fanatics: 
“We couldn’t make it a walk in the 
park. It had to be a challenge.” Wilbur 
did not admit to any overall goal other 
than to make fun, action-packed 
games, but he did comment that id 
wants to “politely pick up the industry 
by the scruff of the neck and kick it in 
the jaw.” 

The next game from the id designers 
will feature a completely new engine 
even better than Doom II’s. It is tenta- 
tively called Quake. 

Wilbur’s favorite weapon: “I like 
the feel of the single shotgun.” The 
barons of hell are “really cool-looking 
and deadly” and also his favorite bad 


guys. 


DOOMSDAY IN 
NEW YORK 


Oct. 10, 1994 was not Columbus Day 
in New York City’s Limelight club—it 
was Doomsday! Recently, many game 
companies have celebrated the release 
of their hit titles with special days to 
honor them. The incredible interest in 
Doom and Doom II warranted a 
“Doomsday.” Jay Wilbur, id Software’s 
“biz guy,” remarked that “we enjoy 
dealing with the users one on one, so 
we’re not used to all the hoopla sur- 
rounding this event.” That hoopla 
included a press conference against the 
ironic backdrop of stained glass win- 
dows that remained intact after the 
Limelight was converted from a 
church. Some place to introduce a 
game that takes place in hell! 

“Doomers” (Doom players) from 
around the world showed up to express 
their fanaticism for the series and offer 
tips. After the press conference, up to 
four guests at a time took part in con- 
tinuous head-to-head “deathmatch” 
contests at one of four computer net- 
work setups. Winners received special 
Doom II medals. 

Maybe even Christopher Columbus 
would have relinquished his hold on 
the autumn holiday if he would have 
been able to frag cacodemons with a 
chaingun in Doom II! (Russ Ceccola) 
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irs It’s better than Doom. 
In fact, System Shock is 
one of the best games in a 
long time. It’s one of 
those rare titles that’s 
more like a lived experi- 
ence instead of a game. In 
System Shock, Looking 
Glass and Origin created 
a cyber-fever-dream full 
of adrenaline, anxiety and 
fear. In other words—fun! 
The premise is an 
agreeable pastiche of sci- 
ence-fiction clichés. The 
ambitious young execu- 
tive of a futuristic megacorp hires the 
player, a hacker, to break into the master 
computer of the company’s space station 
complex, Citadel. In exchange, the player 
receives an expensive neural implant 
which will elevate him to hacker elite. 
As the player recovers on the medical 
| level of the space station, from a long 
| “healing coma” following the implant 
| surgery, events aboard Citadel take a turn 
for the worse. With the player’s help, the 
young executive’s cyber-meddling caused 
the station’s master computer system, 
SHODAN, to become self-aware. 

Naturally, the egomaniacal SHODAN pro- 
ceeds to eliminate the inferior human pop- 
ulation of Citadel to make way for 
SHODAN’s slavish army of robots, cyborgs 
and humans-turned-mutant. 
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| The player awakening from the coma is 

confronted with a hostile world devoid of 

human life. That’s where the game begins. 

The player’s cyber-implant is realized as a 

series of menus and displays superim- 

posed on the player’s field of vision. 

The player starts out with simple 
enhancements, like a built-in e-mail reader 
and mapping system. As the game pro- 
gresses, there is other ware lying around 
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SHODAN SHOWDOUWN 


Look out for System Shock when computers take over 
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to be found and used to augment the 
player’s skills and abilities. 

This game is all about the milieu, a 
creepy world of computers and conduits. 
Human corpses and even decapitated 
heads litter the hallways and rooms of 
Citadel station, along with the various 
items and weaponry needed to survive. 
The richness of the inventory of items a 
player must carry to get by is just one 
example of an overriding attention to 
detail which makes System Shock so 
compelling. Computer screens spew 
meaningless messages for the now-annihi- 
lated crew, while flickering lights, sputter- 
ing wires and overturned office chairs 
speak convincingly of the battles between 
SHODAN’s forces and the now-absent crew. 

System Shock’s first-person graphics 
engine is probably the best one yet. It 
allows a player to crawl, crouch, run, 
jump, lean around corners, even fly, all 
with the appropriate changes in perspec- 
tive rendered in real time. 

The player can realistically look up and 
down, and will need to do just this in sev- 
eral parts of the game. When the player 
confronts flying robots overhead while 
simultaneously dealing with enemies on 
the ground, such realistic control proves 
challenging and thrilling. 

Many of the items in the world are fully 
three-dimensional. The player can look 
down at a crate ahead, for example, then 
walk around it, with the view changing 
appropriately. Walking into the crate caus- 
es the crate to move along in front of the 
player as it is pushed. If the crate is 
pushed off an edge, the player sees it fall, 
and even continues to slide downward 
slowly should it land on a ramp. 

Such verisimilitude draws the player 


into the game world in a powerfully 
visceral way. This is a convincing virtual 
reality experience without the helmet. In 
fact, a special version of System Shock is 
scheduled to be one of the first titles to 
run on the new CyberMaxx, a $700 virtual 
reality headset aimed at home users. 

The ambient sounds of the station 
should remind many players of the mother 
ship in the original Alien movie. Most 
times the sounds serve as an accurate clue 
to what lies around the corner. Random 
sounds have a habit of popping out at the 
player at a particularly tense moment, 
causing him or her to whirl around. More 
than one player will be literally jumping 
out of their seat—such is the tension that 
System Shock induces. 

For the less viscerally-oriented, a 
healthy menu of puzzles stand between 
the player and the inevitable showdown 
with SHODAN. For those inclined to gun 
play, the game provides wall-to-wall 
action, plus the tactical use of a variety of 
explosives and miscellaneous hardware. 
An entirely different interaction mode 
allows the player to jack in at various 
cyberspace stations to battle SHODAN on 





his own turf. There’s even a point where 
the player can use one of the severed 
heads for a surprising effect. 

The most stunning error the creators 
of System Shock made was a painfully 
anticlimactic, end-game sequence. After 
spending hours and hours in relentless 
pursuit of SHODAN, the ending leaves most 
players with a very hollow feeling. 

The good news is that it is rumored an 
SVGA version of the game on CD-ROM 
is forthcoming, so there should be plenty 
of room to put in a nice, long, end-game 
animation. System Shock deserves a con- 
clusion at least as captivating as the game 
play itself. A- (Dave Gerding) 
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WARNING! 


NOT RECOMMENDED FOR 
PLAYERS UNDER 13 
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CYBER NOlk 


Nor gloom of night will hide the masters of the DreamWeb 


Lose DreamWeb and you lose big 
time. Evil and chaos take over the world, 
the population of cities explodes, pollution 
gets out of hand, fascist governments take 
control, global war ignites a nuclear holo- 
caust and millions and millions of people 
burn in the ensuing fires. Whew! If that 
isn’t an incentive to beat this game, 
nothing is. 





What’s a dream web? Don’t ask. 
According to Empire Interactive’s new 
thriller-chiller, it’s the force in the subcon- 
scious of every person in which the pow- 
ers of good and evil wrestle. Right! 

And things aren’t going well in the 
dream web, where seven bad individuals 
are more than threatening to take over and 
... and ... well, it’s hard to figure out what 
they actually want to do. But it must be 
something pretty bad because the 
guardians of the web have summoned 
you, an out-of-work bartender, to stop 
them—or else. 

The folks at Empire Interactive label 
this one a “game of pure style,” and that it 
is, since the plot is pure mumbo-jumbo. 
Most of the time is spent finding keys that 
open locks that allow players to reach the 
bad guys to knock them off. Multiply that 
by seven victims and that means lots of 
keys and lots of locks. 

The real fun is in the sound effects, 
spooky score and graphics that combine to 
create a mood so dark and depressing that 
it’s well to play this in a brightly-lit room. 
DreamWeb takes place in a seedy, sci- 
ence-fiction future world where it is 
always raining, where light is at a 
premium, and where filth reigns. 

As thunderclaps rattle PC speakers and 
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rain pellets audibly bounce off the side- 
walks, Ryan, the main character, trudges 
from bars to pool halls to cramped, littered 
apartments in search of clues to his tar- 
gets’ whereabouts. One classic scene has 
Ryan’s friend Louis, comfortably 
ensconced on his toilet seat, revealing 
where Ryan can buy a gun. Bathroom 
interviews are rare moments in PC games. 
Particularly impressive is 
DreamWeb’s easy, 
smooth-as-silk mouse 
interface that lets players 
examine every square 
inch of the screen as they 
observe the adventure 
from an overhead per- 
spective. What’s that blue 
dot on the bedspread? 
Click on Magnifying 
Mode and discover that 
it’s a data cartridge 
labeled “important” that 
needs to be inserted into a 
reader to determine its 
contents. Expect to spend 
lots of time examining 
every pixel on the screen. Unfortunately, 
as PC gamers know, screens contain lots 
of pixels, and if one happens to bypass 
that all-important blue 
dot, you might as well 
hang it up. 

On the plus side, this 
isn’t one of those adven- 
tures where death lurks at 
every turn: there are only 
a handful of situations 
where the main character 
can get permanently 
wiped out, and frequent 
saving can eliminate that 
problem. 

Another pleasant sur- 
prise is a Travel Screen 
that allows characters to 
instantly access any loca- 
tion where they’ ve 
already been. So if, 12 screens ago, 
gamers forgot to pick up that now-neces- 
sary screwdriver, there’s no need to 
painstakingly revisit all 11 previous 
screens. One click and there’s the screw- 
driver. (Consider this a hint: pick up the 
screwdriver.) 

While DreamWeb could have been a 
real downer, its creators have seen fit to 
give it a wry sense of humor. Every 


character’s apartment, for example, seems 
to be strewn with garbage—half-empty 
coffee mugs, burnt-out cigarettes, food 
scraps, leftover takeout containers. As 
players pick through and examine the 
luminous amounts of wreckage, they 
might come across a crumpled fast food 
wrapper containing another bag that 
houses a box that holds some more bags, 
and a few other boxes. Written on the 
outside of the inner sack is “Protect your 
environment.” 


DreamWeb is a disturbing mix of 
elements brought together to form an 
almost cinematic program that would most 
likely make one helluva movie. The adult 
themes and mystery-like ingredients 
would lend themselves well to the tastes 
of the modern movie audience. Yet, like 
many films today, it is appropriately self- 
rated for ages 14 and up due to “realistic 
depictions of violence,” and some bed- 
room goings-on. Also included in the soft- 
ware package is a fairly strong book, 
“Diary Of A Mad Man,” that purports to 
give clues to the game—but is more about 
amplifying the game’s dark mood. 





It’s hard not to be impressed with 
DreamWeb, which weaves a Stephen 
King-like tale that climaxes in one surpris- 
ing finale. But it is encumbered by the 
size of its graphics: the sheer mechanics 
of unearthing clues so tiny that they 
threaten to cause a permanent squint are 
less a dream than a nightmare. B+ 
(Paul Hyman) 
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Settle your own lands in Sid Meier’s Colonization 


The year is 1492. For 
Europeans, the known 
world is small until a 
number of intrepid 
explorers—Christopher 
Columbus, Sir Walter 
Raleigh, Sidney Jones— 
discover and begin to 
map the vast, wild lands 
that stretch beyond the 
Western Sea. 

No, wait. It’s 1558, and 
Europeans hungry for 
land and riches are sys- 
tematically conquering 
America. Each nationality 
does it their own way— 
the English settle, ignoring the native peo- 
ple as much as possible; the French draw 
up treaties with them; the Dutch trade 
with them (and the English and French) 
and the Spanish slaughter them. 

No, no! This is better! It’s 1695 and 
Sidney Jones just discovered this wild 
new place east of what will, in days to 
come, be Brooklyn. 

This is Sid Meier’s Colonization, the 
long-awaited spin-off of Sid Meier’s wild- 
ly popular game Civilization. Set in the 
time of rampant discovery and settlement 
between 1492 and the mid-1800s, this is a 
terrific game for those people who can 
wander happily around Colonial 
Williamsburg or Plymouth Plantation, 
imagining what life was like way back 
then, and what they would have done 
themselves. And it’s fun for those who 
can’t, too. 

Anyone familiar with Civilization can 
jump right in, although MicroProse rec- 
ommends that all players start out as a 
Discoverer and take advantage of the tuto- 
rial. Yes, the game play is that complicat- 
ed. The player begins by setting up his or 
her game, and there are a number of set- 
tings to choose from. The player starts 
with the world he or she is going to work 
with—will it be a completely unknown 
place, revealed little by little as the 
Discoverer travels? Will it be the 
Americas, rendered geographically accu- 
rate and already settled in areas? Or will it 
be a new place made up by the player? 
The skill level the player chooses will 
determine the type of game that’s played, 
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as well as nationality: the English settle, 
the Spanish conquer and so on. Once all 
these decisions have been made, the game 
can start, and the time and name of the 
player are recorded. 

While some players may think the game 
is historically inaccurate (Sir Walter 
Raleigh sailing to America in 1492!?!), 
the game is only suggesting names for the 
player to use. Yes, in Colonization, even 
Sidney Jones can discover America. 

Sidney sets forth from England (or 
Spain, or France...) and very quickly gets 
to the coast of the New World. There he 
can (depending on the game he’s chosen) 
explore the coast or make landfall and 
start his colony. All aspects of the colo- 
nization are in his hands—how many 
immigrants he’ll bring from Europe, as 
well as food, tools, livestock, craftsmen 
and so on. Also, unfortunately, soldiers— 
don’t forget, the New World is inhabited, 
and the native populations are not so 
happy about these funny-looking people 
coming in and taking over their lands. Not 
to mention the other Europeans who 
would like nothing better than to take 
the colonies from Sidney’s people. Yes, 
soldiers are very necessary. 

Colonization is played in turns. Each 
turn follows a sequence of actions, and 
Sidney’s opponents each have their own 
segments in which to manage their affairs. 
The natives go first, and then each nation- 
ality goes in order. When Sidney gets to 
do his thing it depends on what his nation- 
ality is. During his turn, Sidney must pay 
attention to what’s happening in Europe, 
then find out what’s going on with his 





own colonists. Then he can worry about 
what the restless natives, or even those 
bloodthirsty Spaniards are up to. 

The game can end three different ways: 
the player can give up and retire, in which 
case there is no score and Sidney won’t 
get into the Hall of Fame (poor Sidney!). 
Or he can continue to play until the Game 
ends naturally, somewhere around 1800. 
Or Sidney and his countrymen can declare 
their independence and start a revolution. 
If they win, they not only have a new 
nation, but Sidney gets his cherished place 
in the Hall of Fame, with a hefty bonus. 

Colonization is a big, complicated, 
involving game, and it has a 130-page 
manual to prove it. The graphics are good 
in the establishing shots but a little diffi- 
cult to decipher in game play—it’s hard to 
tell a Continental Regular from a Veteran 
Soldier! The music is terrific, with several 
different colonial themes and makes the 
player feel as if she or he is sitting in a 
room in Williamsburg. 

The Map Display is the most used and 
most important view in the game, though 
there are closer views of settlements and 
terrain as well. The view the player gets 
depends on the game. In the New World 
game, for example, Sidney only sees what 
Sidney has discovered—the rest of the 
map is dark. In this game, sometimes it’s 
best to explore first and set up colonies 
later, so that the land can be seen. 

The Map View has two modes (Move- 
ment and View) which can be toggled 
back and forth to help Sidney better see 
the terrain he is settling. One nifty feature 
here is the Hidden Terrain key, that clears 
away the forest so the player can see 
what’s underneath. There are also Advisers 
in several areas—Colonial, Naval, Indian, 
etc.—that the player can consult instead of 
going through the menu. The Colony 
Display shows what’s going on in each of 
Sidney’s colonies. A mouse on this game 
is a foregone conclusion, though it is set 
up so one can play with just a keyboard. 

Colonization is a worthy follow-up to 
Civilization, and Sid Meier and Micro- 
Prose have once again done a great job. 
Players will find each new level more 
challenging than the last and will experi- 
ence hours of fascinating game play. And 
who knows? That history grade may get a 
boost, too. B (Sara Slaymaker) 


TECH SPECS 


PUBLISHER: MicroProse 
DESIGNER: Sid Meier 
SYSTEM: Im5-D05 
Simulation 
5 MB 


THEME: 
HD SPACE: 
PLAYERS: 1 
LEVELS: f/f 
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Railroads & Robber Barons » 


With immigrants pouring in, America is poised for explosive west- 
ward growth. Magnates famed for their greed and business acumen 
rush to cash in. Can you handle the challenge? 

Lay track, build stations, purchase trains, and manipulate stocks 
to build an empire of iron and steel. History’s greatest Robber 
Barons will try to stop you by undercutting your lines and buying 
out your stock. Your only weapons are money and trains. Will 
your empire succeed or fall under the wheels of the competition? 





“2 Sees « 
Break through the competition! 
Actual screens may vary 
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DIVISION OF MONARCH AVALON, INC. 
4517 Harford Road Baltimore, MD 21214 





1830: Railroads & Robber Barons can be found in computer game stores near you. For order 
information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. EG 1 





WIZARDS AT WAR 


Two worlds depend on this Master of Magic 


A dialogue inspired by a contemporary 
beer commercial might have been running 
through designer Steve Barcia’s head 
when he sat down to begin work on 
MicroProse’s Master of Magic (MoM): 
“Let’s make a game that features city- 
building, the clash of armies and imperial 
conquest!” says one voice, while another 
demands, “No! I want a game of high- 
fantasy adventure and arcane arts!” Barcia 
quiets both voices with a figurative thump 
to the PC monitor, and replies, “Let’s do 
both.” MoM is the result, a game that 
employs many elements of classic RPGs, 
but on a scale that most reach only after 
weeks of sustained play. 

The game begins with the selection of 
one of 14 predesigned wizard characters 
or a character designed to the player’s 
specification. Each wizard commands 
Arcane magic, which provides the basic 
lexicon of spell-casting and the design of 
magic artifacts. Each also specializes in 
one of five broad types of magic, which 
draw their power from Life, Death, Chaos, 
Nature or Sorcery. Starting characters are 
assigned 11 spell ranks. These are levels 
of familiarity that determine how many 





and what variety of spells the character 
will be able to cast. One of these ranks 
can be spent on a special ability, that may 
help in the production of artifacts, the con- 
version of gold into magical mana, the 
command of troops, etc. 

Each character also begins the game as 
the ruler of a hamlet and commands a 
company of militia men to defend it. In 
order to extend his power over the world 
of Arcanus, a wizard has to increase both 
his mystical powers and develop an army, 
plus the city or cities to support it. 

Meanwhile, there are up to four other 
wizards out there (depending on which of 
five difficulty levels the player chooses), 
trying to do the same thing. They can be 
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friendly, neutral or hostile to the player, 
depending on his skill at diplomacy and 
the relative strength of his forces. 

In addition to all the challenges that the 
player faces on Arcanus, there is another 
parallel world called Myrror, which can be 
reached through places of power or with 
advanced spells. Myrror is home to an 
even greater variety of monsters and 
enchanted beings than Arcanus, and many 
of the player’s spells won’t work the same 
there as they do on his home world. 

All these tasks might prove too much to 
manage, if not for the various lieutenants 
and advisors the game provides each wiz- 
ard. Heroes and commanders make them- 
selves available to lead and fight along- 
side the wizard’s armies. This is critical, 
because the wizards need to spend a cer- 
tain amount of game time on research to 
advance their spell-casting abilities. 

Advisors give instant access to informa- 
tion on every facet of the wizard’s domain 
and the territory he has explored, freeing 
the player from all of the tedious book- 
keeping chores that games of this scale 
involve. The player can even allow the 
computer, in the person of his Grand 
Vizier, to control the construction and 
upkeep of his cities, freeing him for more 
adventurous pursuits. 

The ultimate goal of each wizard is to 
become the uncontested ruler of Arcanus. 
This can be done in one of two ways: 
either the player’s wizard defeats all of the 
other wizards’ armies and conquers their 
cities, or he can hone his magical skills 
until he can cast the Spell of Mastery. 
Casting the Spell of Mastery requires so 
many resources that a wizard generally 
won’t be able to try until he controls most 
of Arcanus. The spell banishes every other 
wizard from the planet. Once they figure 
out someone is trying to cast it, defeating 
him becomes their top priority. Both 
worlds are littered with magical widgets 





and fantastic treasures to recover, to 
reward the player willing to take chances. 

Combat between armies is the corner- 
stone of the game, and the source of its 
most impressive graphics. Although the 
game gives an aerial view of the field of 
combat, each unit is represented by a 
detailed and animated picture of its sol- 
diers or monsters instead of abstract icons. 
The status of a wizard’s army is displayed 
in a window, leaving most of the screen 
open for the movement of the armies. 
There are over 200 different types of 
troops available, and 35 different classes 
of heroes: gamers who enjoy table-top 
battles and brightly-painted miniatures 
will be particularly pleased with these 
electronic counterparts. Combat spells are 
especially impressive, with colorful 
pyrotechnic displays and a wide variety of 
sound effects. The background music adds 
atmosphere also, with different themes 
depending on which armies are involved. 

MoM uses a window-based interface; 
all actions are directed with a simple point 
and click. Information about a given unit 
or hero is available from almost any 
screen, and every screen has a number of 
option buttons, so players don’t have to 
waste time cycling through different rou- 
tines to get to the action they want. 
Documentation is broken into two differ- 
ent manuals, one a general instruction 
book and the other a quick reference guide 
to the 210 different spells available. 

MoM should be particularly appealing 
to the experienced gamer. Wizards begin 
the game with a lot of power already in 
their grasp. If there’s a drawback to this 
approach, it’s that there is no short form to 
the game, and there’s a limit to what can 
be accomplished in a brief play session. 
Something else one might wish for is a 
way to record a battle, for later review and 
the chance to watch the magical sparks fly 
without the pressure of real time; there is 
seldom a moment to appreciate the mar- 
velous graphic complexity of the game 
before another important decision calls. 

Master of Magic is a remarkable game, 
a combination of strategy and role-playing 
action that hasn’t really been attempted on 
this scale before. 

Power junkies and fantasists alike will 
praise MicroProse for having the imagina- 
tion to think big. A- (Andy Hooper) 


TECH SPECS 


PUBLISHER: MicroProse 
DESIGNER: 
SYSTEM: 


Steve Barcio 
mS-005 
THEME: Strategy/RPG 
HD SPACE: 12 MB 
PLAYERS: 1 

LEVELS: n/a 
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Following fast on the success of ( ation Crus r comes S STALIN 
VoLumE II of the World at War™ ot of computer wargames, This calbberition 
between Avalon Hill and Atomic Games highlights the epic struggle that sealed the 
fate of Hitler’s Third Reich. Multiple historical scenarios simulate the grim battles 
ending with the annihilation of the German 6th Army. In a unique advance in 
computer gaming, players will be able to switch from the sweeping strategic scale 
(depicting such actions as the collapse of the Axis flanks) to the tactical scale 
(Ginetta block-to-block bloodbath within “ city itself). Built upon the 
award-winning € ‘ game system, Stalingrad is jam-packed with stunning 
graphics (the ferrain even. changes as the wearer changes!). Documentation 
includes a detailed, full-color manual and large battlefield map. 

is sure to | even n the most meineies gamer. | 


Ml 4517 Harford “ab | sprog early “21214 
Stalingrad can be found in computer game stores near you. For order. information, or for 
1 the name 6 a retoller near you, call Toll Free: 800-999-3222; ask for Dept. EG 1. 
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Manage and conquer kingdoms in Lords of the Realm 


Strategy games come 
in all scopes and time 
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Food for 365. 


periods. They ultimately Seen 
boil down to simulations 
of real world events or 
some sort of conquest 





ge 
land, colors, objects or 
people. Lords of the 
Realm is really a land 
conquest game with many 
other strategy game sub- 
tleties like diplomacy, 
castle sieges, battles and 
commerce rounding out 
the mix. 

Lords takes its inspira- 
tion from board games like Risk and the 
designers specifically pay homage to 
Defender of the Crown, an early Amiga 
and IBM arcade/strategy game. Lords 





certainly surpasses Defender as a com- 
plete medieval conquest game, but it is 
sometimes too detailed for its own good. 
Lords takes place in England in 1268. 
The player is a feudal lord with a small 
kingdom—but not too much land, money, 
goods.or peasants. Five other leaders start 
out as meagerly as the player. A saved 
game supplied by the designers starts 
players out in a much better position in 
the realm. Those who don’t want to build 
from scratch should start from the saved 
game. The object is to become king of 
England by taking over all of the land 
areas in the country through diplomacy, 
siege or any other means necessary. Some 
players will take the land by force, but 
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others may do so more economically. 

The game interface is mouse-controlled 
and laid out effectively to promote intu- 
itive play without too much preparation. A 
series of icon groups and 
collected functions allow 
players to change the sit- 
uation on the continent. 
From trading to castle- 
building, players simply 
click on a village, castle, 
peasant or other object in 
the View Screen, or the 
appropriate pop-up com- 
mands and icons along 
the view window borders. 

Command cards make 
the learning curve a little 
less steep, but the high 
degree of realism ensures 
that most players will 
have to work hard to 
succeed. The main window has many 
views and different magnification levels 
of real-time action for players to monitor 
their kingdoms and those of other players 
or computer-controlled lords. 

Status flags make current information 
about a player’s progress more accessible. 
Information like the happiest peasants, 
richest provinces and most troops or 
castles show in an instant which lord is 
winning the game. Players must stay on 
top of this constant barrage of information 
to succeed. The graphics are clear enough 
to distinguish various game elements in 
the view window so players can concen- 
trate on their unique strategy. 

Some inherent problems make Lords 





particularly difficult at times and even 
frustrating. Soldiers and peasants take too 
long to move around. It may be physically 
realistic, but it also hampers game play. 
Diplomacy is virtually nonexistent in the 
game. Although players can interact with 
other lords and send messages back and 
forth, these actions don’t realistically 
influence game play as a particularly 
suave player might try to persuade or 
influence other lords. 

One annoying problem is the “disap- 
pearance” of castles. If a player loses a 
province to another lord and later regains 
the province, any castles he constructed in 
that province are gone! This is unfair. At 
worst, players should have to lay siege to 
their former castles to win them back. 

The graphics in Lords are colorful and 
even emphasize some game actions with 
cinematic sequences. The view window 
depicts a hectic, fast-paced world much 
like SSI’s Serf City or Interplay’s 
Castles. These nice touches reinforce 
the overall strategy as well as show 
instantaneously the results of commands. 
Music and sound effects aren’t as impor- 
tant as a thoroughly cerebral game, but 
their presence enhances the game action 
and intermediate successes. 





Lords aims for a rather ambitious target 
and only falls short by a few degrees. It’s 
tough to fit all-encompassing strategy and 
fun in a game, but the game designers 
reached this goal better than most of their 
predecessors. 

Lords is ultimately for the diehard 
strategy game fan who doesn’t mind the 
minutiae of crop control, peasants and 
sieges in which different soldiers have 
specific jobs like raising a ladder or 
storming a door. Strategy fans will accept 
the time period as appropriate for the 
game action. + (Russ Ceccola) 


TECH SPECS 


PUBLISHER: Impressions 
DESIGNERS: €. Foster, D. Lester 
SYSTEM:  mm5-D0S 

Strategy 

10 mB 


THEME: 

HD SPACE: 
PLAYERS: 1-6 
LEVELS: N/A 







The stars are out—and they're ready to play! 


Multimedia Celebrity Poker combines the magic 
of Hollywood, the fun and excitement 
of poker, and the interactive experience 
of CD-ROM technology for Windows. 


Grab a chair and ante up with Joe Piscopo 
of Saturday Night Live fame, Jonathan Frakes 
from Star Trek: The Next Generation”"and 
sexy Morgan Fairchild, whose TV hits 
include Falcon Crest and Flamingo Road. 


Celebrity Poker is outrageous fun and realistic 
entertainment like you've never played before. 


Lights...Camera... Deal! 
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Multimedia Celebrity Poker i available at your local Thee 





FEATURING 


* Jonathan Frakes 
* Morgan Fairchild 
* Joe Piscopo 









» NEW WORLD COMPUTING, ING 


©1994 New, World Computing, Inc. Multimedia Celebrity Poker is a trademark of New World Computing, Inc. 
New World Computing and its distinctive logo are registered trademarks of New World Computing, Inc. ‘A other 
trademarks belong to their respective holder(s). All rights reserved. IBM screen shown. Actual screens may vary. 
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THE FINAL GRADE 


The following chart details the 
thoughts and opinions of several 
different reviewers on some of 

the latest software. 






















































Alien Legacy A 

Alone inthe Darkil A A A+ C 
Arena Elder Scrolls B B A- B+ 
Astra Chase 3-00 A B+ A 
Battle Bugs © B B+ B+ D 
Com. Adv.: Starship B- B- B_ - 
Coridor7 «= B B Bt B 
Crystal Caliburn - BeA - 
Domins = B+ B B B 
Empire Soccer‘94  C C B B 
Formula One B- C C+ G+ 
Glider 40 B G+ B_- 
Global Domination B B A_ - 
Harpoon ii! =—s—(§$< (G&§sSA- SOiB+ SOBt OC 
Heirs tothe Throne CG CG - - 
Hired Gun C C- - OG 


IndyGarRacer =A B+ Bt A 
Inherit the Earth C 
Leisure Suit Lary6  - A- B 
Lode Runner B+ OA- BY 
Metal and Lace C+ 

Microsoft Arcade =A 
Mortal Kombat B 
Nigel Mansel's = B- 
Operation Crusader B+ 
Pacific Strike A- 
Pea Shootin’ Pete = B+ 
Ultima Vill; Pagan A- 
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Power Poker _G+ C- B B 
Quarter Pole G+ C - 
Serf City B- B- C+ - 
SimCity2000 $A At A_ At 
Star Trek: Judgment rites B+ B A 
Superhero League Hb B B_C- 


Theme Park _A- A- C+ D+ 
TIE Fighter A A A At 
TFX: Tactical Fighter B- C+ C+ B 
Ultimate Domain B+ Bt Bt - 
X-Com: UFO Defense A- A 





The classic Etch A Sketch makes its way 
to the PC for children and adults. 
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Etch (Screen Magic/Windows) 
Ohio Art’s classic hand-held test of coor- 
dination and dedication comes to the com- 
puter screen as a delightful and surprising- 
ly versatile selection of drawing tools and 
games for the younger set. A replica of the 
familiar red-border box appears on the 
Windows Screen, surrounding a field on 
which a variety of colored points, circles, 
squares, stars or other shapes can be used 
to draw, follow mazes, connect places on 
a series of maps and other activities. 
Finished drawings can be saved or printed 
out. While onscreen directions position it 
for children who can read, some of its 
activities seem more suited for pre- 
schoolers; so an ideal way for them to play 
would be as a shared activity between 
parent and child. (Ross Chamberlain) 


(Spectrum Holobyte/MS-DOS) 
Alexey Pajitnov’s latest game is perhaps 
his best successor for Tetris to date, and a 
celebration of Perestroika as well. A suc- 
cession of walls, built of different-colored 
bricks plus nonstandard construction 
materials like bombs, rockets and soda 
cans, must be torn down. Clicking on any 
group of two or more adjacent bricks of 
the same color eliminates that group, and 
bricks and other items above fall down to 
replace them. The bombs, rockets and spe- 
cial super bricks help eliminate bricks in 
other ways. Soda cans have to be bombed 
or rocketed away. There is a time limit 
and three tries for each wall, and six series 
of walls, named for cities. Then it starts 
over at increased difficulty. The music is 
lively, the art up to par and the addiction 








level is high: at an easy level with five- 
minute timing, it is fairly easy to stay at 
the screen for hours, racking up high 


scores. A= (Ross Chamberlain) 
Pou (Electronic Arts/ 
Macintosh) 


This one-player strategy game takes a 
bare-knuckles approach to territorial 
expansion. As a general, the player march- 
es into a land and subjugates its petty war- 
lords. The Conquest Balance indicates 
progress toward putting the necessary 
two-thirds of the population under your 





iron heel. 

The icon interface is well suited to the 
Macintosh, and responsiveness is excel- 
lent on newer machines. Long play-life is 
another plus. (Arnie Katz) 


(Interplay/MS-DOS) This is 
the same game as appeared for the SNES 
earlier this year, with identical game play 
and story line: The prince of a strange 
world returns from protective exile on 
Earth, where he became a tough 





mercenary, in time to try to retake his 
world and kingdom from the cruel sorcer- 
er Sarlac and his demonic minions. The 
smooth animation, excellent graphics and 
stirring music have been retained, all 
sharper now, on a VGA monitor and 
soundboard. The main differences are that 
the inventory stays onscreen, where it had 
to be called by the Select button on the 
SNES, and the substitutions of keyboard 
controls for controller buttons. A Gravis 
pad and joystick are also supported. 

(Ross Chamberlain) 


(B&R 
Games/Windows) 
The second helping of the publisher’s 
game show quiz program. Contestants are 
given two phrases and must come up with 
a pun that ties them together. It’s a simple 
play mechanic, but it takes a lot of 
ingenuity. 

The graphics are last-generation, strictly 
utilitarian. The sound is not much better. 
Double Talk is a great idea that cries out 
for top-of-the-line audiovisuals. Even as it 
is, this product delivers plenty of enter- 
tainment value, even for those who aren’t 
walking sports trivia encyclopedias. 
(Arnie Katz) 
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TEX MURPHY S 


BACK If TOP FORIM 


Live the adventure in Under a Killing Moon 


Welcome to the year 2042. Fill the 
shoes of Tex Murphy (played by Chris 
Jones), an out-of-work private investigator 
living in the war torn ruins of Old San 
Francisco. One may remember Tex 
from Mean Streets and Martian 
Memorandum, two earlier Access titles. 
Since the end of the last installment, sev- 
eral important changes have occurred. The 
third world war took its toll and Earth’s 
atmosphere is no longer stopping gamma 
radiation. The radiation seeping in has 
caused those not naturally immune to 
become mutants. This has provided 
humanity with a whole new type of 
prejudice. 

Race, religion and sex are no longer the 
basis of bias. Instead, there is a large fac- 
tion of “Norms” (people not affected by 
the radiation) who see mutants as less than 
human. The police are even accused of not 
properly investigating crimes perpetrated 
against mutants. Tex is different. He is not 
prejudiced and has many friends who are 
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mutants—friends who come in very handy 
for information throughout the game. 

The action begins with the Voice of The 
Big P.I. in the Sky (James Earl Jones) and 
a little background to set up the story. It 
then continues with a visit from Tex’s for- 
mer boss the Colonel (Brian Keith). Tex 
and the Colonel have not spoken for 15 
years, since Tex rolled him over to the 
Private Investigators Ethics Board for 
unsavory practices. The Colonel is over it 
and gives Tex a warning to stay out of a 
case he is working on. “You’ve got no 
idea what kind of people you’re dealing 


with here. They’ll find you in the bay with 
a bullet in your head and I don’t need any 
more strain on my conscience.” Tex is 
unconcerned, especially since he is not 
working on a case at the moment. With a 
little information from his friends he gets 
a job, the first of three cases that must be 
solved to complete the game. 

The people in the neighborhood are an 
essential resource in starting: Chelsee 
Bando (Suzanne Barnes) has a newsstand 
across the street from Tex’s office. Rook 
Garner (Doug Vandegrift) owns Rook’s 





Pawn Shop. Francesca Lucido (Jeri 
Christian), along with her husband Sal 
(Doug Vandegrift), owns the Slice O 
Heaven pizza restaurant. Louie LaMintz 
(Randall Edwards) runs the Brew & Stew 
restaurant which Tex frequents. There are 
others but these provide all the vital infor- 
mation for a good start in the game. 

As events progress, players will begin 
to develop more and more background on 
a splinter faction known as the Crusade 
For Genetic Purity. This is a rapidly grow- 
ing underground organization centered on 
the belief that mutants are sub-human and 
have no rights. Tex, disgusted by these 
beliefs, elects to find out more about the 
political agenda of these dangerous sub- 
versives. Eventually, he becomes aware of 
a fiendish plot to eliminate all who are 
“genetically impure.” It is the culmination 
of generations of planning by a secret 
brotherhood. The bad guys need only one 
item to set their plans in motion and Tex 
inadvertently supplies them with it. 

With this weighing heavily on his con- 
science, Tex sets out to stop them. This 
quest leads players all over the city, and 
eventually, to an orbiting city known as 
the Moon Child. The story builds to a 
dramatic climax far above the Earth, and 
players have only one desperate chance 
to set things right. 

This synopsis is adequate to outline the 
basic thrust of Under A Killing Moon 
(UAKM), but it cannot do justice to the 
nuances that Access has included. Plot, 
pacing, characterization and dialogue are 
interwoven with a masterful hand. As 
such, UAKM stands out as a wonderfully 
intriguing piece of fiction on its own 
merit, notwithstanding its value as a game. 

UAKM is similar to many interactive 
adventure games in that one must find and 
use objects to manipulate different aspects 
of the environment and advance the plot. 
Also, one must interact correctly with 
numerous non-player characters (NPC’s) 
to solve individual puzzles and quests. But 
that is where the similarity ends. 

The graphics in Under A Killing Moon 
are stunning. The characters are not ani- 
mations, they are real actors. The cast 
includes such notables as Brian Keith, 
Margot Kidder and Russell Means. The 
sets are a mixture of computer-generated 
graphics and real items incorporated to 
produce the best overall visual presenta- 
tion of a game environment the staff of 
EG has ever seen. When Tex pours a 
drink, it is from a real Jack Daniels bottle. 
Access paid a lot of attention to the little 
details that allow players greater suspen- 
sion of disbelief than ever before. 

One of the most fascinating aspects of 
the video engine that Access has created 
for UAKM is its ability to retain detail at 


multiple levels of zoom. For example, 
when wandering around Tex’s office, 
players will notice items like certificates 
hanging on the wall and mail that has 
been slid under the door. As you walk 
closer to the certificate, the text becomes 
clear and legible while the frame sur- 
rounding it does not pixelate at all. As for 
the letter, most games would require play- 
ers to pick up the envelope before they 





could read anything. In UAKM, however, 
it is possible to crouch down, even get 
right on your belly to read the envelope 
where it lies. Again, when one does this, 
every detail of the picture remains clear, 
focused and un-pixelated. The effect is the 
closest approximation of normal visual 
acuity ever achieved in a computer game. 
One can only trust that this technology is 
a precursor of things we can look forward 
to in upcoming virtual realities. 

Movement in the game is a little hard to 
get used to but, once mastered, one enjoys 
a full range of motion. No longer is one 
limited to simply moving left, right, for- 
ward and backward. In this game, one can 
also look up and down, crouch down, 
stand on their toes and look in one direc- 
tion while moving in another. Movement 
is controlled by a combination of mouse 
and special keyboard functions. For best 
results, experiment with the mouse sensi- 
tivity controls and fine tune controller 
responsiveness before attempting any situ- 
ation where speed is important. These 
interface factors make the game more 
interactive than anything else on the mar- 
ket. This also means that the clues may be 
harder to find, but isn’t that part of the 
appeal of this genre? 

The violence factor in Under A Killing 
Moon is low. When combat does occur, it 
is non-interactive. Instead, if the player 
makes a decision that precipitates vio- 
lence, the result is shown in a video clip. 
After all, the game is about problem solv- 
ing, not brute force diplomacy. The most 
powerful weapon at Tex’s disposal is the 
player’s mind. Just as in the real world, 
those who don’t pay attention get hurt. 

One feature that deserves specific men- 
tion is the Hint Menu. If one becomes 
stuck in a particularly nasty puzzle, one 
can select the Hint button from the 


on-screen menu. This brings up the Hint 
Directory Screen which shows all the 
unsolved puzzles. Simply select the topic 
that is posing the problem and one is 
shown all the steps necessary to solve that 
puzzle. Steps that have already been com- 
pleted are displayed in blue; those that 
remain are represented by a button with a 
? on it. Up to this point, the hints have 
cost the player nothing. To find out about 
the next step click on the button and it 
will be displayed. Each time the player 
does this, however, four points are sub- 
tracted from their final score. 

One of the goals of the game is to finish 
with as close to a perfect score as possi- 
ble. The perfect score is 1,000. Points are 
accumulated by finding needed items, 
uncovering vital information and taking 
proper actions. The more hints one buys 
the lower the final score. For the hardcore 
problem solver there is an option to turn 
off the hint menu. The Hint Menu is defi- 
nitely an improvement over having to pay 
to call a Hint line. VAKM may not be one 
of the most difficult adventure games 
players will encounter, but it should be 
considered an above average challenge 
with the Hint Mode disabled. 

The only detractors to the game are the 
system requirements. Minimum hardware 
required is a CD-ROM drive (1SOKB/ 
SEC), 386/25 mHz CPU, SVGA display 
(VESA compliant), hard drive with 2 MB 
available, 4 MB RAM, mouse and a sound 
board. The recommended hardware is 2X 
CD-ROM (300KB/SEC), 486 with SVGA 
VESA Local Bus display, hard drive with 
10 MB available, 16 MB RAM and a 16- 
Bit sound card. The game will play with 
the minimum requirements, but video size 
is reduced to the point that much of the 
detail is lost, which decreases the ability 
to see all of the necessary objects. The 
frame rate is so much slower that many 
players will not have the endurance and 
patience to get through the game in this 
degraded state. In order to really appreci- 
ate what Access has done with Under A 
Killing Moon, run it on a machine which 
is close to the recommended specs. 

On a final note, some players may 
squawk at the asking price of almost $100 
for UAKM. That may seem high at first 
but one must also consider that, for the 
price, one is getting four CD-ROMs 
loaded with some of the best audiovisuals 
to ever hit the streets. Amortize that across 
the time it takes to complete the game 
(20-40 hours), and cost will seem much 
less of a significant factor. 

Here’s a final tip. Try to save UAKM 
for a long, rainy weekend when your cal- 
endar is clear, because once you start, you 
are going to be glued to your monitor until 
it’s over. A+ (Ed Dille) 
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REAL SPACE 


Microsoft Space Simulator is no shoot-’em-up 


A lot of the so-called 
“simulation” products 
created these days aren’t 
really much of a simula- 
tion from a scientific per- 
spective. For example, 
Origin’s popular Wing 
Commander series fea- 
tures flight models which 
are more a reflection of 
atmospheric flight than 
flight as it might be expe- 
rienced in the vacuum of 
space. Why in space 
should an attacker “fly 
around” to bring his for- 
ward guns to bear on an 
enemy? In space, the appropriate move 
would be to rapidly rotate the player’s 
ship using thrusters and fire on the bad 
guy even as the ship continued along the 
same basic trajectory. 

The problem is, of course, that people 
want entertainment and don’t want to 
re-think their basic assumptions about 
motion, gravitation and the like. “Gravita- 
tion? Inertia? Give me action!” might be a 
typical game player’s reaction. Gamers 
want their spaceships to “fly” like planes 
because that’s what they expect, and it 
doesn’t require them to rethink their 
worldview. 

The new Microsoft Space Simulator 
(MSS) is a product which takes a contrary 
view. Because it features a rigorous and 
scientifically accurate model of simulated 
space travel, MSS is more likely to appeal 
to the physicist in the player than any 
latent Luke Skywalker tendencies. Simply 
put, those who want space battles, talking 
cats or seedy spaceports-of-call should 
turn elsewhere. Microsoft Space 
Simulator effectively takes the 
“Hollywood” out of the space simulation 
experience. What remains depends upon 
the player’s perspective. Star gazers, 
novice astronomers and anyone with a 
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mind open to the idea of learning as 
“entertainment” will find plenty to love 
in MSS. 

Play begins with the player at the con- 
trols of the Galactic Explorer. Hovering 
25,000 kilometers above the Earth, Ring 
Station | turns slowly in the field of view 
to your left. Numerous controls enable the 
player to view both the current spacecraft 
and the “reference object,” the navigation- 
al reference used by the flight computers 
from any imaginable point of view. The 
graphics of MSS are 3-D rendered and 
look really slick in 800x600 resolution. 
The graphics can be stepped down to 
lower resolutions depending upon the 
player’s graphics card capabilities and the 
speed of the computer. 

The sophistication of the MSS flight 
model requires that players read the manu- 
al. Consistent with the overall feel of the 
product, getting up and running with MSS 
requires a basic understanding of 
“Newton’s First Law,” which boils down 
to the fact that the spacecraft will continue 
in a given trajectory even after the 
“thrusters” are cut. There is a disorienting 
feeling at first, because players will 
instinctively point the front of the craft 
where they want to go and hit the 
thrusters. Players who subsequently 
“correct” their flight path with the joystick 
may be surprised when their target 
“slides” past them even though they point 
directly at their objective. Newton’s first 
law mandates some opposing thrust to 
redirect the craft along a new trajectory. 

This first relatively easy lesson/activity 
is typical of the kind of interaction players 
can expect from MSS. It’s all about explo- 
ration, travel and discovery. Various activ- 


ities include launching, landing, orbiting, 
docking, rendezvous and the like. Game 
play is found in the precision control 
required to accomplish the various maneu- 
vers. For example, to get the lunar lander 
to touch down with the requisite “feather 
touch” will take most players a lot of 
practice. 

There are 10 different ships to com- 
mand, each with its own specialties and 
quirks. There are four orbiting space sta- 
tions which can serve as a starting point 
or destination or can be commandeered 
and “flown” through space. Deep Space 
Nine—move over! In the default free 
Flight Mode, travel occurs in real time. 
This means that if players choose, they 
can pilot a spaceship to Mars over the 
couple of years it would take to actually 
get there. Thankfully, a variable time 
acceleration control lets players with less 
of that valuable commodity on their hands 
arrive in a matter of seconds. A “video 
capture” feature lets players record their 
more successful moments and important 
astronomical discoveries for posterity, 
then play them back later on. 

Novice astronomers will appreciate the 
observatory feature which lets the player 
observe the sky from practically any posi- 
tion or time in the galaxy. The program 
features numerous preset “observatory” 
locations. By incrementing the time accel- 
eration feature, the player can watch the 
night sky zoom by. A toggle will activate 
text labels which identify the significant 
astronomical features, from planets to 
galaxies, as they pass “overhead.” 

MSS is hard to recommend to tradi- 
tional game players as it is slow-paced, 
non-narrative and nothing dies at the play- 
er’s hands. Weak spots include a limited 
number of pre-constructed missions and a 
unimaginative use of sound and music. 

Nonetheless, this is a game which 
sticks to its own guns, and serves up hours 
of enlightened interaction instead of 
adrenaline and anxiety. This isn’t a kid’s 
“edutainment” title precisely, but there’s 
plenty that is educational about it. Parents 
would do well to sit and play MSS with 
their kids, and everyone involved could 
learn a thing or two. MSS offers up inter- 
activity which challenges the mind, and 
those with patience will be well rewarded. 
B- (Dave Gerding) 
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attacking opponents, all via mouse com- 
mands. Or, the player may choose to sim- 
ply let the computer handle the action. In 
any case, the battle scenes tend to be 


TRACE A TRAIL 
ACROSS ARKANIA 


Seek the Salamander Stone in Realms of Arkania 


Role-playing gamers will be delighted 
to learn that Star Trail, the second 
episode of Sir-Tech’s Realms of Arkania 
series, has just been released, and like its 


predecessor, features dozens of hours of 
combat, magic and exploration. Moreover, 
the game has been improved significantly 
in both graphics and game play. The new 
automapping feature, for example, is one 
of the best ever seen, and the 256-color 
graphics far outshine the previous 
episode’s 16-color displays. 

For those who aren’t familiar with 
Realms of Arkania, Star Trail is a role- 
playing game (RPG) not unlike the ever- 
popular Might and Magic series. Based 
on Germany’s top role-playing system, the 
game features first-person viewpoint and 
smooth-scrolling 3-D graphics, as well as 
travel across a vast countryside with many 
towns and villages. Along the way, the 
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player runs into all manner of monsters 
and mayhem, which he must surmount 
using combat and magic skills. 

The game begins in the small town of 
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Kvirasim where the player learns about 
his quest to locate an artifact known as the 
Salamander Stone. As he roams the town’s 
streets late at night, the player knocks on 
doors to gather informa- 
tion from residents and 
from the rowdy crowds in 
bars. After learning about 
his quest, the player finds 
an inn in which to spend 
the night, and in the 
morning, sets off on his 
journey across Star 
Trail’s world. 

Traveling in the game 
is done mostly via a full- 
screen, overhead-view 
map on which the player 
plans a route. 

After planning the 
route, the computer draws 
a line on the map as the 
player’s party travels. Whenever an event 
occurs, such as the play- 
er’s meeting up with 
another traveler or need- 
ing to camp, a dialog box 
pops up and asks what 
the player wants to do. 

For example, early in 
the game the player dis- 
covers a priestess beset 
upon by orcs. Here the 
player can choose to help 
the priestess or continue 
on the journey. 

Often during a journey, 
the player must set up 
camp. Unlike many role- 
playing games, this 
involves much more than 
just settling in for the night. Specifically, 
before dropping off to sleep, the player 
must set up a watch schedule, as well as 
hunt up supplies like food and herbs. Only 
after assignments are made should the 
player let his adventurers drop off into 
dreamland. 

Of course, like most role-playing 
games, Star Trail offers up a collection 
of creatures and characters with which the 
player must do battle. The battle scenes 
take place on a 3-D isometric-view battle- 
ground. The player moves characters from 
square to square, casting spells and 
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lengthy. Most battles take at least a couple 
of minutes. Anyone who doesn’t like this 
type of battle may not get far with Star 
Trail. 

As mentioned previously, Star Trail 
features one of the best automapping fea- 
tures in the business. Not only does the 
game automatically map wherever the 
player goes, it also enables the player to 
jump to locations with a click of the 
mouse. In addition, clicking on important 
buildings provides the player with the 
name of the establishment. It’s a snap to 
find and get to required places. 

As if this weren’t enough, the Automap 
Screen also includes a zoom command 
that lets the player view the map at 
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various levels of detail. 

The graphics and animations in the 
game are state-of-the-art. The CD-ROM 
version of the game features extra cine- 
matic sequences as well as digital speech 
and sound effects. 

Add to this Star Trail’s lengthy story, 
along with minutely-detailed player statis- 
tics (including over 50 skills and negative 
and positive player attributes) and a diary 
that automatically keeps track of the play- 
er’s game progress, and you have got an 
RPG that will most likely intrigue just 
about any RPG fan. B (Clayton Walnum) 
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TANK WORLD 


Live the danger of tank warfare in Armored Fist 


A Soviet advance 
recon unit has been spot- 
ted in the tree line 1,000 
meters to your front. A 
quick glance up and 
down the ridge assures 
you that the remainder of 
the company has been 
awakened, their vacant 
stares either a product of 
recent slumber, or testi- 
mony to unspoken fears. 
The first bird song is 
shattered unceremonious- 
ly with the flat scream of 
flying shells that marks 
the bombardment. 
Through the flying dirt, you vaguely make 
out the van of a Soviet armored column. 
Yeah ... today is going to be a real peach! 

Armored warfare has never been a cake 
walk but, to date, no other tank simulator 
has brought this fact home as succinctly as 
Armored Fist. Modern armored warfare 
is a nightmarish exercise in sheer killing 
power. The scenario designs in Armored 
Fist are equally unforgiving. The unpre- 
pared will learn the true meaning of the 
term “cannon fodder.” 

Armored Fist contains 47 missions, 
each of which may be played individually 
or as part of a campaign. There are seven 
total campaigns. The first is a short series 
of four missions designed to familiarize 
players with the basics of operating their 
vehicles. The other campaigns are an 
average of seven missions, each becomes 
progressively more difficult. 

When the game is first booted up, play- 
ers elect which type of hardware they will 
use, eastern or western. Choose eastern 
armor and command platoons and compa- 
nies composed of T-80 main battle tanks 
and BMP-2 armored personnel carriers. 
By selecting western equipment, players 
can command units composed of M1A2 
Abrams main battle tanks and M3 Bradley 
infantry fighting vehicles. 

Note that the side chosen does not alter 
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the initial starting positions of the scenar- 
ios. If the objective of a given scenario is 
to cross a ridge line and assault an enemy 
communications post, shifting to eastern 
hardware will not put the player defending 
the ridge line, just conducting the assault 
in different tank types. 

Is this difference more than just cosmet- 
ic? Yes, but not as significantly so as in 
the real world. For example, the penetrat- 
ing power of Russian rounds had to be 
upped vs. the M1A2 or the game would 
have had some serious play balance 
issues. As currently configured, however, 
Armored Fist is challenging on both 
sides of the fence, which should be the 
objective of all tactical game designs. 

Depending on the scenario, the player 
will command from one to 16 vehicles. 
Each vehicle has its own AI driven tank 
commander who will execute orders when 
the player is not personally commanding 
that vehicle. As in Spectrum Holobyte’s 
Flight of the Intruder, players can hop 
back and forth at will during the course of 
a mission, fine tuning the movement of 
individual units and adding their personal 
fire support to obstacles encountered 
along the way. 

If players fail to intervene, they will 
lose every mission. That is incorporated 
into the design at the most fundamental 
level. Some might attribute this to poor 
AI modeling for the subordinate tank 
commanders, but the reality is much dif- 
ferent. First, if it were possible to just sit 
back and let the AI tank commanders 
accomplish the mission objectives, 
Armored Fist would not be a game, only 
a glorified slide show with some nice 
pyrotechnics. Second, a close examination 


of the multiple layering of the AI 
model reveals that it actually is quite 
sophisticated. 

Players can alter several levels of skill 
and tactical parameters, each combination 
of which produces a unique behavioral 
effect for the given platoon. To examine 
all of the possible ramifications of each 
change in these parameters would require 
more space than is allotted here. 

It is possible to configure the AI models 
for each of your subordinate platoons so 
precisely as to treble your chances for suc- 
cessful mission accomplishment. 
However, they can never be developed to 
the point that they will function flawlessly, 
exclusive of player interaction. 

In addition to mastering AI configura- 
tion, successful tactical commanders will 
have to assimilate all the nuances of com- 
bined arms tactics. Both sides have some 
limited artillery and air support, the exact 
amount of which varies by scenario. By 
using these assets to advantage, savvy 
tactical commanders can minimize their 
losses enroute to the mission objectives. 

Concurrently, because time constraints 
are always an issue as well, airpower and 
artillery bombardment can be used to deal 
with tertiary threats along the line of 
movement that would, unharassed, delay 
one’s advance to the point that not all of 
the objectives would be met. 

In addition to paying homage to real 
world tactical considerations, the other 
factor that sets Armored Fist apart from 
the competition is its incredibly realistic 
terrain model. Using an improved Voxel 
space engine, Novalogic has created a 
number of unique battlefields, ranging 
from rolling sandscapes and wadis in the 
desert to wind-swept arctic tundra. Astute 
players will learn to use each topographic 
feature to advantage, masking their move- 
ment and going “hull down” on ridge lines 
to minimize how much of their tank is 
exposed to return fire. 

In its day, M-1 Tank Platoon from 
MicroProse was a standout product. The 
chief complaint from players, however, 
was the lack of variety in the terrain. 
Armored Fist rectifies this shortcoming 
and continues well beyond its predeces- 
sors, featuring an incredibly clean and 
intuitive interface, tremendous support for 
the Thrustmaster series controllers and a 
veritable sensory feast of sights and 
sounds that bring the battle home. 

Novalogic has attended to each detail of 
this opus of armored warfare lovingly. 
From the first cry of “contact,” you will 
feel as if you have stepped into a new 
reality. When the beads of sweat pop on 
your forehead, the only consolation you 
will feel is the knowledge that you will be 
able to go home again. A (Ed Dille) 
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Alien Invasion 


With Modem & Network Play 


Capstone™ 


THE PINNACLE OF = 
ENTERTAINMENT SOFTWARE 








Available on IBM CD-ROM and 3.5" disks. To order call: (305) 373-7700 © (800) 468-7226 © BBS (305) 374-6872 
Software Creations BBS (508) 365-2359, 2400 Baud ¢ (508) 368-7139, U.S. Robotics ¢ (508) 365-9352, 14.4-28.8K 


Wolfenstein is a trademark of ID Software. All Rights Reserved. Corridor 7: Alien Invasion and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged. 





THE ROAD TO HELL 


Take 2 Interactive’s Hell: A Cyberpunk Adventure 


The problem is simple. Last night the 
government agency you work for, the 
Artificial Reality Containment Bureau, 
sent a scrub team to kick in your door and 
try to blow holes in your pretty torso. You 
and your lover/partner managed to get 
away, but had to steal clothes from a laun- 
dromat. Now your biggest ally is a demon 
doing a bad gangster impersonation. If 
you want to get your name cleared, you 
are going to have to march into hell to 
get some answers. 

Not a good week. 

This is the setup for Hell: A 
Cyberpunk Adventure from Take 2 
Interactive Software, a game that can 
boast one of the deepest plot lines in 
multimedia to date. 

In the year 2060 the Hand of God Party 
gains control of the United States, and at 
the same time, mysterious portals to hell 
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open, and demons start to walk the Earth. 
A strange combination ensues. 
Simultaneously appearing are rabidly 
right-wing government that outlaws most 
technology (and anything they consider 
morally objectionable) and cybernetically- 
enhanced demons who make deals for 
souls, wholesale. 

The player takes the role of Gideon or 
Rachel, a pair of partners/lovers who work 
for the Artificial Reality Containment 
Bureau, ARC. Their job is to find and 
imprison outlaw techs who run illegal 
“virts” or virtual realities. Something goes 
wrong; these faithful servants of the Hand 
and its policies are scheduled to be 
executed. 

To learn the reason for this and to clear 
their names, Rachel and Gideon discover 
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startling truths about the government, 
society, hell and themselves. 

Probably the biggest drawing point for 
Hell is the use of some big-name talent in 
their acting. Dennis Hopper, Grace Jones 
and supermodel 
Stephanie Seymore all act 
in the game, though only 
Seymore has video 
footage. 

In an interesting 
design decision, Take 2 
rendered all but a few 
actors in the game in 3-D 
Studio and used voice 
acting to provide spoken 
lines for the animations. 
This had a surprisingly 
good effect. Images of 
Jones and Hopper were 
scanned into the game 
and then modeled using 
animation techniques. In the case of 
Hopper, who plays a speed-rapping, 
gangster demon called Mr. Beautiful, 
this created a great effect of blending the 
actor’s natural style with the appearance 
of a demon. 

The greatest strength of this program is 
in the depth of the story line. The plotting 
found in Hell would do a cyberpunk novel 
proud. This is a game with some commen- 
tary to make, and it makes it. 

Unfortunately, the biggest drawbacks to 
Hell are found in this same literary depth. 
First, the amount of background is so 
deep, it can leave a player a bit lost. Like 
a good cyberpunk novel, trying to figure 
out the background and how it fits togeth- 
er can be something of a challenge at the 
beginning of the game. Later, as more 





pieces of the puzzle fit into place, a great 
story unfolds. 

A bigger drawback is found in game 
play. This is a role-played story, and as 
such, there isn’t a huge amount of game 
play involved. There are puzzles to solve, 
yes, but the amount of interaction in the 
game is limited. 

Combat is a good 
example. Instead of a 
straight combat system, 
Take 2 has opted to use 
scripted combat that is 
more puzzle oriented. The 
player must choose which 
weapons and actions to 
use in fighting a particu- 
lar combat. At that point 
the game switches to a 
cinematic cut sequence, 
one of the winning battle 
if the player has chosen 
correctly and one of the 
losing battle if they have 
failed. 

While this game is a must, comparable 
in the interaction aspect to the latest 
Police Quest, the unknown nature of the 
world makes the interaction feel a bit 
more forced and less satisfying. 

However, as a story and a cinematic 
experience, Hell does astonishingly well. 
Seven animations are provided for each 
character with which the party interacts, 
and with animations dovetailing into each 
other seamlessly, the characters look and 
act real. The sound playback on our test 
bed 486/33 using an Ultrasound Max 
sounded as clean as CD, and the music 
worked well with the game. 

One note can be taken as either good or 
bad, depending on your point of view: this 
is a game for a mature audience. The 
themes dealt with in Hell are of a mature 
nature, and no attempt has been made on 
the part of the writers to clean up the 
street language. Those with small children 
might want to keep this in mind. 

While language, for some, and interac- 
tivity are sore points with Hell, the depth 
of story and solid art animations should 
more than overcome the limitations for 
most gamers. Players who love CRPGs 
and cyberpunk should seriously consider 
marching straight into the gates of Hell. 
B (John P. Withers) 


TECH SPECS 


PUBLISHER: Toke 2 Interactive 
DESIGNER: Antinori, Campo, Lennon 
SYSTEM: mS-005 

Cyberpunk Role-playing 
5 mB 


THEME: 
HD SPACE: 
PLAYERS: 1 
LEVELS: /A 


This one you won’t 
want to miss. 


It’s been nearly three years in the making with a budget 
we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft” 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland™ and The 
Bard’s Tale”, our goal was to produce a game every bit 


as innovative and unique. We think you'll like the results. 


Art and Stuff 
Graphically, the 
game is state-of- 
the-art stunning 
(we're a little 
biased but check 


out the screen- 





shots for yourself). 


‘We used a combination of live actors and computer 
generated creatures with Silicon Graphics environments 
and magical effects which were painstakingly rendered 
down to the finest crack, doorway and magical 
lightning storm. 


The Game's 
the Thing 
A combination of 
iicelelliCelarel Med (= 
eleyalure Rolie 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes together in a system that allows for quality story- 
=os=== telling combined 
with a powerful, 
yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 








- ©1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 
‘The Bard's Tale and Wasteland are trademarks of Electronic Arts. 





The Box, the Book and Story 

The packaging is every bit as cool as the game. 
Shipping in a special tombstone-shaped, hologram box, 
the package starts you on your quest “through dark cor- 
ridors, treacherous 
sewers and subter- 
ranean realms of 
faeries, magick 
and the living 
fo(-Yore Ma WAM iele. 
to throw a bit of 
marketing hype in 
here somewhere.) Along with the skeleton hologram 
cover, you also get a limited edition, hard-bound 
Stonekeep novella by Steve Jackson and David Pulver. 
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“By Gamers. For Gamers.”” is 
Interplay’s slogan and 
Stonekeep is the kind of game 
we've always wanted to play. 
It looks cool, sounds great and 
tells a good story. It’s one 
of those games you'll 
stay up playing until 
three in the morning 
on a work night. 
Basically, it’s just a lot 
of fun. 





A CD-ROM, Role-Playing 
ped baie for IBM and leds 





FLIGHT Sim LANDS 
On THE 300 


Paramilitary vs. a ‘New Age’ threat in WR Stalker 


Okay, couch potato pilots, let’s scram- 
ble! You’ve had your arcade kicks, now 
it’s time to get down to the serious busi- 
ness of reclaiming the United States from 
conquest in the first decade of the next 
century. 

The arrival of VR Stalker on the 3DO 
provides owners of that system with their 
first classical flight simulator. Unlike 
Electronic Arts’ recent arcade-style com- 
bat sim, the superb Shockwave, this new 
release from American Laser Games is 
more in line with the traditional PC-based 


TECH SPECS 


PUBLISHER: American Laser Games 
DESIGNER: Morpheus Interactive 
SYSTEM: 300 


THEME: Combat Flight Sim 
HO SPACE: N/A 

PLAYERS: 1 

LEVELS:  i/A 


flight simulators as published by compa- 
nies such as Spectrum-Holobyte, 
Microprose and EA. It offers full 360 
degree movement, weapons selection and 
a seductive backstory. 

The near-future plot sounds a lot like 
the product of a Tom Clancy fan in an 
especially paranoid frame of mind. 
According to the beautifully-produced 
introductory sequence, the breakup of the 
Russian empire and the U.S.’s one-sided 
victory in the Gulf War lulled our nation 
into a false sense of security. Politicians 
immediately slashed defense spending, 
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leaving us sitting ducks for a predatory 
new power, a country/league/organization 
(neither the introduction nor the flimsy 
documentation ever actually states what it 
is) known as the New 
Age Cooperative 
Coalition (NACC). 

In the year 2001, 
the NACC forces attack 
the U.S., wasting New 
York and Los Angeles via 
thermo-nuclear strikes. 

Before long, what’s left 
of the United States is 
fragmented, without cen- 
tral communication. The 
country falls under spo- 
radic martial law as the 
NACC forces install 
themselves in the catbird 
seat, taking over air force 
bases, anti-aircraft instal- 
lations and other strategic locations. 

Fortunately, while all those short- 
sighted, overconfident politicos were busy 
deciding how to best spend the so-called 
Peace Dividend, a group of independent 
“leaders” started their own army. From 
secret underground bases in the American 
Southwest, their elite corps of pilots use a 
combination of virtual reality and wire- 
guided technology to strike back at the 
NACC. 

Using a conventional flight sim inter- 
face, the player guides a nice cross-section 
of combat aircraft—including everything 
from F-16s, F-117s and F-119s, to A-10 
Tank Killers and X-2s—in an effort to 
reclaim air bases, destroy nuke silos, 
restore the communica- 
tion satellite uplinks, and 
eventually, drive the 
NACC to its collective 
knees. The game starts in 
Utah, where the player 
must reclaim Hill AFB, 
then moves on to New 
Mexico, Arizona and so 
on, until the player has 
retaken the entire United 
States. 

The gamer can fly the 
various aircraft using 
either a first-person 
Heads-Up Display 


(HUD), or a faux first-person POV, with 
the jet fighter shown onscreen from 
behind. The HUD includes an altimeter, 
weapons display, radar, artificial horizon, 
throttle, air speed indicator, enemy 
ground-to-air indicator, ground lock 
indicator and air-to-air lock. 

VR Stalker (‘‘Stalker” is the player’s 
military code name) is a lot of fun, bring- 
ing the cerebral and kinetic challenge of 
computer-style combat flight sims to a 
new medium. There is, however, a prob- 
lem. Despite its fully animated, totally 
enthralling lead-in, the game itself is 
surprisingly primitive. 





The ground objects, for example, are 
fairly simple polygon constructs, with 
virtually no topography or texture-mapped 
buildings for the player to either destroy 
or use as visual cues. As a result, the 
ground acquires a flat sameness that has 
not been seen in top-of-the-line computer 
flight sims in years. 

This, in turn, leads to the game’s most 
serious problem: It totally fails to simulate 
a sense of moving at high speed. Whether 
the player’s aircraft is limping along at an 
air speed of 45 mph or blasting on the 
afterburners at 100 mph-plus, the only 
visual speed cue the player has is the 
movement of the landscape below. Since 
that landscape has so few visible ground 
objects, that all-important illusion of 
movement is largely thwarted. 

That said, VR Stalker is still a wonder- 
ful novelty on the 3DO. For one thing, all 
aircraft functions and commands are 
assigned to the controller, thereby elimi- 
nating the bothersome joystick-and-key- 
board command system employed by most 
computer flight sims. 

Perhaps if the non-interactive introduc- 
tion weren’t so stellar, expectations for the 
actual game wouldn’t be so high. But after 
watching that eye-popping cut scene of 
the player’s aircraft taking off, the game 
itself can’t help but be somewhat disap- 
pointing. B (Bill Kunkel) 
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BEHOLD THE 
QUEEN OF 
CYBERSEX! 


From the mind of 
MIKE SAENZ, creator 
of Virtual Valerie™ — the 
world's first adult CD- 
ROM — Virtual Valerie 2 
is an erotically-charged, 
intimately detailed, and 
highly stimulating 
simulation of incredible 
proportions! 
















SHE WANTS 
YOUR BIG 
HARD DISK! 


Virtual Valerie 2 is the 
ultimate in cyberotica 
Felavemuatemelaleleleliiicialmei 
every red-blooded 
technophile's deepest 
desires! Sophisticated 
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effects, and a sizzling 


music score combine to 


create a mind-blowing 
sextravaganza like 
nothing you've ever 
experienced! 
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Virtual Valerie is a trademark of Reactor Inc. 
Copyright © 1990, 1994 by Reactor Inc. All other 
trade names are the property of their respective 
holders. 


Reactor Inc. 
445 W. Erie, Chicago, IL 60610 
Tel: (312) 573-0800 
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BORN TO BE 
WIRED! 


You're in luck! Valerie's 
on a trip down the 
Infobahn and she's 
Taide mele m=] (e)nle Mm (els 
the ride! She's hot, 
alelareiaAmelalialalieyicevem 
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REQUIREMENTS: 


IBM PC 

IBM or 100% compatible 486 or higher 
with 8 MB of RAM, Windows 3.1, 
Super VGA. (640 x 480, 256 colors), 
SoundBlaster or 100% compatible 
sound card, CD-ROM drive. 


MACINTOSH 

Color Macintosh I! class or higher, 13" 
monitor, 3.5 MB of free RAM, CD- 
ROM drive. 


1-800-213-3673 


YOU MUST BE 21 YEARS OF AGE OR OLDER TO ORDER 


VISA 








THE CREATURE 
LIVES ... BARELY 


Mary Shelley’s Frankenstein 


It’s become almost a 
rule of thumb within all 
sectors of the entertain- 
ment industry that the 
appearance of an author’s 
name over the title of a 
work all but guarantees 
that the work will bear no 
fidelity whatsoever to its 
source material. Mary 
Shelley’s Frankenstein 
does nothing to dispel 
this notion. 

Originally conceived in 
1816 as part of a ghost 
story contest among the 
Shelleys, Lord Byron and 
Byron’s physician, Polidori, to occupy 
themselves during an extended group 
sojourn to Geneva, Frankenstein, or The 
Modern Prometheus, wasn’t finished until 
1817. When it was published, the work 
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received mixed reviews, but was an 
unqualified hit with the masses. As early 
as 1823, Frankenstein was translated, 

performed and parodied, a trend that con- 
tinues today. The public’s continued 
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fascination for the work is reflected in 
its use of universal anxieties—family 
conflicts, scientific mistrust and innate 
sympathy for the disinherited. 

In 1931, Hollywood gave the world 
Boris Karloff as Frankenstein’s disfigured 
creature, and established the new standard 
for the title. Following that bright spot, 
and the James Whale-directed sequel 
(Bride of Frankenstein), however, the 
creature became more and more of a prop 
in subsequent films, strapped to an operat- 
ing table through the first four reels and 
fast on his way to becoming a square- 
headed, bolt-necked icon for the ages. 

Now fast forward to 1994, and Francis 
Ford Copolla and Kenneth Branagh’s film 
production of Mary Shelley’s Frankenstein 
and Sony Imagesoft’s Sega CD release of 
the same title. 

While Psygnosis’ intent was to follow 
the movie plot line based on the original 
manuscript, Frankenstein—a combina- 
tion puzzle, adventure and fighting 
game—begins in Frankstein’s garret in 
Ingolstadt, rather than in the icy desola- 
tion of the Arctic. The Monster must rea- 
son and fight his way from the Garret, 
past Ingolstadt, the Forest, and Geneva. 

After Geneva, the Creature faces a 
Return to Ingolstadt, attempts to instigate 
the Building of the Bride, and begins a 
sequence onboard the ice-bound ship, the 


Our new Casino game's so lifelike about the only thing 


you won't experience are the free drinks from Bunny here. ™ 
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Alexander Nevsky. The locations of the 
seven levels capture the essence of the 
novel, even if the execution falls short. 
Frankenstein places control of the 
Creature in the hands of the player, a deci- 
sion that makes absolutely no sense from 
a design point of view. The Creature, after 
all, has no real agenda (until the idea of 
having Victor create a mate dawns on 
him which, in game terms, never really 
happens), unlike Frankenstein, who feels 


under moral compulsion to track down 
and destroy his hapless, renegade “son.” 
Let’s think this through: the Creature, 
who is not a mindless zombie, does speak 
(or at least has text boxes, as do the other 
characters) and is driven by instinct, caus- 
ing him to be equally brutal or tender— 
while he does burn down a house, he also 
rescues prisoners from a jail. However, in 
the end, would it not have been more fun 


to stick with the concept of Frankenstein 
tracking down his Creature, and perhaps 
preventing him from burning down build- 
ings and killing others? 

Visually, Frankenstein is an impressive 
cinematic effort. The 3-D rendered engine 
allows the Monster to roam and explore in 
a realistic manner—obstacles hinder his 
progress and must be dealt with—and pre- 
sents an unusually large field of view 
when the Creature is inside buildings. The 
large, rotoscoped sprites offer the gamer 
realistic-looking characters, human and 
otherwise. The first-person, full-motion 
video (FMV) transitional scenes provide 
a visual sense of playing as the Monster, 
an effect that is not present through the 
interactive portions of the game. 

The locations are vivid and realistic, 
even if some of the situations are fanta- 
sized (one of the first obstacles the 
Creature faces are electric eels squirming 
on the floor in a pool of water). The out- 
door settings capture the feel of 19th cen- 
tury Europe and enhance Frankenstein’s 
atmospheric ambiance. 

The side-scrolling street fight sequences 
are not only the weakest part of the game, 
but they are also a visual blight on it. The 
sudden transfer to a flat 2-D world for 
hand-to-hand combat totally undermines 
the effect Psygnosis seems to have been 
striving for, while the notion of a gothic 


street fighting game within the context of 
this faux-faithful action-adventure is so 
silly it hardly merits discussion. 

The musical score is superior to most 
Sega CD fare. With four audio tracks, the 
music remains atmospherically appropri- 
ate with enough range to avoid repetition. 
The sound effects, meanwhile, are exces- 
sively understated; one expects more than 
a grunt from someone who has just been 
run through with a sword, for example. 

The overall problem with Frankenstein 
is that it tries to be a game for every 
genre: mano a mano combat for the street 
fighting folks; gathering objects for 
adventure and RPG aficionados; and 
object manipulation for puzzle solvers. 

While in theory this electronic game- 
buffet idea might succeed, in Mary 
Shelley’s Frankenstein the amount of 
confusion and downright foolishness it 
invokes destroys any semblance of an 
intelligent game. €+ (Laurie Yates) 
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We're working on it. 


It has more games, more features, and more authentic action than any other Casino simulation 
around. New Casino Tournament of Champions. In The Next Move™ Series. 
It will definitely quench your thirst for excitement, if nothing else. Available on IBM 
CD-ROM. To order call (305)373-7700 * (800)468-7226 * BBS(305)374-6872 


Casino Tournament of Champions, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknowledged 
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THE FINAL GRADE 


The following chart detuils the 
thoughts and opinions of several 
different reviewers on some of 

the latest software. 
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Shockwave B+ B+ A 
SimCity Enhanced = =A- B- B- 
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Total Eclipse =s_sséB+ BOBO’ 
Ultimate Domain = BoO- OCB-C- 
Vay c BB 
Voyeur B B+ B - 
Way of The Wario = A+ =A- A OD 
Who Shot Johnny Rock G C- F GC 
Wing Cmdr, mada GC C- B- B 
B- c 


Relive Saturday Night Live with 
GameTek’s new First 20 Years of SNL. 
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The First Twenty Yeors (Saturday Night 
Live) (GameTek/PC CD) If you’ ve ever 
wanted to see a well-thought-out collec- 
tion of skits from the first two decades of 
SNL presented in choppy, FMV format in 
a small window on a computer monitor, 
this is the double-CD set for you. 
Unfortunately, only systems with first-rate 
sound and graphics boards will be able to 
adequately handle the QuickTime clips, 
and even those systems will present the 
material in such cramped quarters that one 
instantly yearns for the width and breadth 
of a mighty, 19-inch TV screen. 

Besides, given SNL’s constant availabil- 
ity on cable’s Comedy Central, most users 
would be better off simply collecting their 
own favorite sketches on tape. € (Bill 
Kunkel) 


FIFA International Soccer (EA Sports/PC 
CD) The best action-strategy soccer sim in 
video gaming now makes the transition to 
PC-CD courtesy of a solid conversion by 





The Creative Assembly. While not up to 
the eye-popping standards of the 3DO edi- 
tion, FIFA is easily as good as the superb 
Genesis and Sega CD versions, with game 
commentary, a player-editor option and of 
course, CD-level music and sound fx. 

You don’t need to be a futbol maven to 
appreciate the great action, either, in this 
intuitive entry from EA Sports. Ae (Bill 
Kunkel) 


Night Trap (Digital Pictures/Mac CD— 
Mature Audiences) Originally created for 
Hasbro’s aborted Nemo game system in 
the mid-’80s, this title gained notoriety in 
its Sega CD incarnation thanks to Sen. 
Leiberman’s video game censorship hear- 
ings. This much-misunderstood stalk-and- 
trap game (players are seeking out aliens, 
not the scantily-clad females whom they 
actually must protect) still hasn’t much 
game play to offer. As a special agent, the 
player must protect the lives of a group of 
teenagers through a monitor interface. The 
video and sound are clean, even on a 
lowly Mac Color Classic. 

From a historical perspective, Night 
Trap is an interesting footnote, but as a 
game, if Senator Leiberman had ignored 
it, it would probably have disappeared 
without a ripple. & (Laurie Yates) 


The Journeyman Project Turbo! 
(Sanctuary Woods/Macintosh CD) This 
cult classic has been around for several 
years, but this new edition addresses the 
original game’s greatest weakness—its 
slow speed. This new version runs three 
times faster than its predecessor, and 
includes a “Making of—” mini 
documentary. 

Given that the original Journeyman 
Project included spectacular graphics, 
movie-style cut scenes, and an intriguing- 
ly nonlinear story line, and that most 
users’ sole complaint was the game’s run- 
ning speed, this reissue should address 
any complaints among longtime fans and 
recent converts. A- (Bill Kunkel) 


Spy Club (Vista Street Entertainment/Mac 
and PC CD) One of four new CD-ROMs 
from Vista Street—an established produc- 
er of television and feature films—Spy 
Club is an interactive adventure game 
which features softcore erotic video as 
part of its plot. As a Spy Club wanna-be, 
players are assigned a training mission 
which requires infiltrating the security 
system of a luxurious women’s spa and 
locating four purses, one of which con- 
tains a stolen detonator. It’s really just an 
excuse to look at QuickTime video of the 
beautiful women but it’s done with a 
good sense of humor and an extremely 
slick interface. Fun, but too high-priced 
($69.95), for the abbreviated amount of 
game play. B- (Scott Wolf) 


Star Trek: 25th Anniversary 
(MacPlay/Macintosh CD) The big addi- 
tion to this enhanced version of the floppy 
action-adventure is speech. The disc’s 
6,000 lines of digitally-recorded dialogue 
upgrades this title from a reading exercise 
to a highly involving excursion into the 
Star Trek universe. The actors from the 





original television series provide the 
voices, so there is no question about 
authenticity. As Capt. Kirk, the player 
interacts with other crew members to 
participate in both space combat and 
planetside adventures. One of the best 
Star Trek simulations just got even better. 
B+ (Arnie Katz) 


Sa RIAN 


Advertiser Page 


Access Software 30-31 
Acclaim 
Accolade 
Alliance 
Interactive 
American Laser 
Games 
American 
Sammy Corp. 
Avalon Hill 11, 79, 109, 
111 
Bethesda 146-147 (IBC) 
Softworks 
Bullet Proof 13 
Software 
Capstone 123, 128-129, 
131 


CH Products 115 


Advertiser 


Creative Labs 
Dataeast 
DNM Software 
FCl 
Imagination 
Network 
Interplay 
IVI Publishing 
JVC Game 
Division 
Koei 
Megatech 
Megaware 
Micro Sports 
Naki 
New World 
Computing 
Nintendo 


Page Advertiser Page 
148 (OBC) 


Philips Interactive 99 
Media 

Psygnosis 23 

QQP 107 

Reactor 127 

Ready Soft 43, 55, 57, 81 

Rocket Science 4-5 

Sony Imagesoft 32-33 

STD 97 
Entertainment 

Suncom 101 

Thrustmaster Inc. 25 

Time Warner 91,93 
Interactive 

Trimark 83 
Interactive 

Viacom Interactive 19 

Virgin Games 50-51, 72-73 





Download a free games preview, 


Be one of the first to preview Capstones Next Move™ games including Casino Tournament of Champions, Ultimate Backgammon 
and Anyone For Cards? Its free through America On-Line, keyword “Capstone” Software Creations BBS (508) 365-2359, 2400 Baud ¢ 
(508) 368-7 | 39, US. Robotics * (508) 365-9352, |4.4-288K; or simply call our BBS at (305)374-6872. 


or get The Next Move™ preview CD for $1.95, 


May we suggest you take a test drive before you purchase gaming-simulation software. Visit your local software retailer while 
supplies last. Included with the IBM CD is a coupon good for $10 off the price of Capstone's Casino Tournament of Champions. 


and get a chance to win a free trip to Las Vegas. 


Don't forget to enter Capstone’s “Make The Next Movel™ Sweepstakes. ”You could win a trip to Las Vegas. See store 


display for details. 
d 
Bee) = E 
a 
A") co 
BridgeMaster Ultimate 
Championship Edition Backgammon 


Casino Tournament 


of Champions 


e ~ 

Ss: y 

Eo — 

re & -—_N 
Fl —_\ 
ct z= 

is Capstone" 

Grandmaster Anyone For Cards? 


Championship Chess 


All titles, The Next Move Series and Capstone are trademarks of Die a Ors Inc. All other trademarks acknowledged. 


To enter send a 3” X 5” card with your name and address to: Capstone’s “Make The Next Move™ Sweepstakes,” 


P.O. Box 4058, 


Marblehead, MA 01947. All entries must be postmarked by March 31, 1995. No purchase necessary. Void where prohibited by law. 
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CREATIVITY IS EASY 


WITH THE RIGHT TOOLS 


Kids write, illustrate and hear their own stories in a 
sophisticated program that teaches through play 


Kid Works 2 starts kids ages four to 10 
on a creative path, and provides working 
tools to make it easy for them to get good 
results with their artistic efforts. 

The program combines a child-simple 
word processor, a paint box full of tools 
and rubber stamps, pictures to color and a 
speech module to read the story back. 





The method is simple and direct. The 
Story Writer portion of the program lets 
the young journalist compose a story (or 
sentence) by typing it on the keyboard. A 
press of an icon turns key words into pic- 
tures, another icon reads the text aloud. 

The writer can work in Kid Text, a 
36-point type, on a lined writing pad simi- 
lar to the kind of paper used in kinder- 
garten and grammar school. (Older chil- 
dren may prefer the 18-point type font 
against a plain background.) 

The Speech Module works well, and 
does a fairly good job of saying most 
words correctly. There’s also a speech edi- 
tor option to customize the pronunciation. 
This works fairly well, but not perfectly: 
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it’s hard to tailor the accents exactly to 
suit, especially on single-syllable words. 
But despite some distinctly metallic tones 
now and then, it’s a lot of fun to hear the 
stories read out line by line, and it helps 
reinforce the child’s reading abilities. 

The Story Illustrator is a simple paint 
box tool kit with some added bells and 
whistles to 
please the 
youngsters. 
There are a 
collection of 
stamps, 64 
crayons, a 
nice variety 
of patterns, 
pencil points, 
erasers, spray 
cans, mirror 
effects and 
line-making 
tools. There 
is alsoa 
selection of 
predrawn 
backgrounds 
to use as 
coloring 
book pages. 

The pictures created in the Illustrator 
Module are then saved into the Picture 
Box, available for use in the Story Writer 
Module. 

The Rubber Stamp Option provides 50 
images. A keystroke changes the size of 
the stamp from tiny, to medium, to large 
(about one inch), so these images can be 
pasted into the predrawn backgrounds and 
painted to suit. 

This variety of tools and options is 
remarkably easy to master. Each time the 
child moves from one module to another, 
the program asks if the work should be 
saved. The child chooses thumbs up or 
down to answer, and the program asks if 
the new work should be saved on top of 
the old, or solicits a file name for the new 
story. Saved pictures are stored in the pic- 
ture box, represented by a miniature 
image. 

To insert a picture into a story, the child 
first opens the picture box with a point 
and click, then points and clicks at the 
specific illustration to be used. Then the 








picture is deposited in the story either at 
the beginning or any place in the story by 
placing the cursor in the desired spot. 
Younger users will get a great kick out 
of seeing their words replaced by the illus- 
trative icons. There’s a good selection of 
these icons, stored in boxes in the Writing 
Module as objects or actions. There are 
two ways to insert these minipix into a 
story. The child can write, then click on 
the cat icon that flanks the work area. This 
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automatically changes all the words that 
have icons. Or, the child can go into the 
icon boxes to pick an object or action and 
insert these directly into the story. 

The program also provides an icon 
maker. This is a small canvas in the story 
maker. The child can draw a picture and 
caption it. When it’s saved, it goes into 
My Words box, and any time that word is 
used, the created icon is inserted into the 
illustrated story. 

There’s nothing really unique about 
Kid Works 2. The paint box and coloring 
book pages are straightforward and 
uncomplicated to use. The word processor 
is simple to use, even for very young writ- 
ers. The method for combining pictures 
with the story is direct and unconfusing. 
But the entire package is certainly more 
than the sum of its parts. It goes together 
very smoothly. Ease of operation was 
obviously the designers’ main object, and 








they accomplished a program that children 
can use alone after a minimum of parental 
instruction to get them started. 

Kid Works 2 makes the creation of 
illustrated stories and poems easy, then 
prints them out to keep or give away. It’s a 
nice way to encourage children to express 
themselves. B+ (Joyce Worley) 


13 BILLION YEARS 
OF CARTOONS 


There really is a fun way to study the history of the 
universe in The Cartoon History of the Universe 


Learning history can usually best be 
compared to a trivia contest: “Who fought 
in the Battle of Hastings?”, “What signifi- 
cant document was signed in 1620?” and 
so on. Seldom were these events and dates 
placed into a meaningful context, and a 
few unfortunate students spend years not 
realizing that ancient Egypt and Greece 
had simultaneous histories. Even more 
rare was the entertaining educator; most 
tended to be drier than chalk sprinkled on 
a cracker. 

However, Putnam New Media has the 
perfect multimedia solution to the history 
blahs: first, adapt Larry Gonick’s popular 
book, The Cartoon History of the 
Universe; second, add speaking anima- 
tions, an original soundtrack, realistic 3-D 
renderings, vivid color and over a dozen 
interactive games. 

Finally, put out a two-disc version of 
The Cartoon History of the Universe. 

Guiding budding historians on their 
journey is The Professor. In addition to 
inventing a time travel machine, he likes 
to dispense advice and provide assistance. 
Players begin their journey in his study, 
which is not only the location of the time 
machine, but also houses other artifacts 
that are much more than they appear. 

Initially, there are three artifacts avail- 
able to the player: the Minotaur scroll, 
the Pyramid of Cheops and the Acropolis. 
Each artifact has a different learning 
experience attached to it. 

The Minotaur scroll transports the 
explorer to the Maze of the Minotaur. The 
legendary beast, who consists of the body 
of a man and the head of a bull, impris- 
oned for eternity within a Maze, continues 
to prowl the corridors for prey. Gamers 
are challenged to enter, defend themselves 
against the Minotaur and find their way 
through the Maze, where more of its histo- 
ry is revealed. Each time a player enters 
the Maze it is different, which greatly 


extends the playability of this segment. 
The Pyramid of Cheops minigame 
offers an opportunity usually available 
only to famous archeologists and grave 
robbers: explore the Great Pyramid of 
Egypt while the ancient gods present 
seven challenges. First, gamers must 
answer the Cheops questions, which are 
different for each game. After a predeter- 
mined number have been correctly 
answered, permission is granted to contin- 
ue to the Match the Gods game. In this 
scenario, players need to place the hiero- 
glyphic blocks representing each god’s 
name beneath the appropriate divine icon. 
Third, gamers play an electronic ver- 
sion of “Operation,” as they must remove 
a mummy’s brain through its nose, 
without touching the sides of the nasal 
passages. After creating an inverted pyra- 
mid at the command of the Pyramid’s 
gods, young historians face a round of 
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in the best of shape. Broken columns, 
walls, pediments, cornices and roof pieces 
litter the Greek landscape. Once each 
building is assembled from the ground up, 
it can be explored and its many puzzles 
solved. 

The Time Machine offers 13 billion 
years of history that can be accessed by 
clicking on the Inner Chamber of the Time 
Machine. Gamers may either select a book 























by clicking on it, or drag the “WayBack 
Slider” to the time or subject of interest. 
After that, just pressing the Go button will 
initiate the trip through time. 

Cartoon History’s graphics, while not 
spectacular, are eye-catching. The colors 
are compelling and really pop on a 256- 
color setting. The chatty animations are 
very clever and, ultimately, helpful. 
(However, unlike teachers, The Professor 
will disap- 








hieroglyphic concentration. Next, players 
must unscramble an image of a pharaoh. 
The final task set by the gods is placing 
the seven tiles detailing the steps to create 
a mummy in the proper order. 

The third artifact immediately available 
in Cartoon History is The Acropolis. 
Players must rebuild the Propylaia (the 
grand gateway), the Parthenon and the 
Erechtheum (the Ionic temple dedicated to 
many gods and cults). As should be 
expected, these 2,000-year-old ruins aren’t 


pear if he’s 
clicked on.) 
The original 
soundtrack 
enhances the 
atmosphere 
of the game, 
while the 
sound effects 
and voice- 
overs prove a 
real delight, 
rather than a 
distraction. 

The game 
play is easy 
to follow and 
quite capti- 
vating for 
children of 
all ages, as attested to by the package’s 
claim of being suitable for “Ages 10 to 
100.” 

In fact, Cartoon History of the 
Universe’s only drawback is its poor 
range of sound support on several boards. 
But this is a minor complaint; any pro- 
gram that can make history this com- 
pelling, amusing and entertaining deserves 
a serious look. 

Cartoon History is a definite winner. 
A- (Laurie Yates) 
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CALIFORNIA TECH 


Californians, don’t throw out those 


used computers! The Detwiler 
Foundation Computers for Schools 
Program wants your old Macintosh 
and IBM compatible computers with 
hard drives, even if they don’t work 
anymore. First they’ll be repaired and 
refurbished by a vocational training 
class, then they’ll go to California 
schools. 

The Detwiler Foundation was _ 
formed in 1991 as an independent, _ 
nonprofit organization. The purpose 
the Foundation is to provide “an 
affordable solution to California’ S 
technology education gap.” 

California, once a leader in tech for 
schools, now ranks only 48th in the 
country in the number of students per 
computer, and most of the computers : 
that the schools own don’t have hard — 
drives. The Computers for Schools 
Program is currently the largest 
statewide source for computers. | 

Most of the donations for the 
Program have come from industry. 
Major contributors have been Bank of — 
America (575 computers), IBM a2) 
GTE (456), CompUSA and 
ComputerLand. Pacific Bell under- if i 
wrote the program with a $600,000 
grant. Other companies and individu. 
als are sending in their old aare 
instead of tossing them on the ue 
pile. 

Until March 31, 1995, the Brogedts 
has a Matching Challenge, to match — 
every eligible computer they receive. 
“To date, we’ve processed more than — 
6,000 computers and related equip- — 
ment. We are now receiving 1,300 a 








month,” said Diana Detwiler. “We’re 


starting to process a lot more 286 and ~ 
386 computers. Moreover, donated 
computers can be upgraded and 
networked at a fe of the cost of 
purchasing them new.” 

Blue Cross recently donated 100 
used computers; once they’re rehabili- 
tated, they’ll go to Los Angeles 
schools. Jo Cazenave, California Blue 
Cross director of constituent relations, 
said, “If other businesses follow suit — 
and donate their used computers, 
California will be first in the nation in 
the number of students per SoneUee 
in no time.” 

Individuals or companies stiterated 
in donating to the Program, call 800- 
939-6000. Only IBM and IBM com- — 
patibles with hard drives, or ne 
Macintoshes with hard drives, will be 
accepted. _ 
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Or. T's Sing-8-Long Around The World (Dr. 
T’s Music Software/PC CD-ROM-Ages 3- 
10) Children learn a folk song, see the flag 
and hear the national anthem from any of 
22 countries in this entertaining collection. 
Although some of the graphics are sim- 
plistic and the musical renditions won’t 
make Carnegie Hall, there’s a lot of vari- 
ety. Kids hear and see the lyrics in either 
English or in the language of origin, read 
straight musical notation or guitar chord- 
ing, play songs jukebox style and even 
print out sheet music. Not too complicat- 
ed, but a nice diversion for the younger 
set. B (Joyce Worley) 
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Wrs. Winkle’s Cass (Abudoe/PC CD- 
ROM-Ages 6-10) Tim likes the ocean, 
Leon is an adventure gamer and Lisa 
would like to be a witch. Mrs. Winkle 
chats about each student’s interests and 
delivers tidbits of information to the class. 
Then the user clicks on all the on-screen 
objects for animations, some quite 
involved, and all at least cute. The learn- 
ing content is fairly overt, and the teacher 
asks questions about each lecture to test 
whether the information sank in. The 
graphics aren’t anything to brag about, 
and the music is repetitious, but Abudoe’s 
combination of facts and fun may charm 
young learners. 8 (Joyce Worley) 


3 Balloons Miphobet, Numbers & Shapes 
(SweDe/PC CD-ROM-Ages 3-6) 
Preschoolers get a headstart with this 
three-parter that uses QuickTime anima- 
tions to teach its first lessons. The pro- 
gram features graphics that are more 
whimsical than realistic; kids locate the 
letter, number or correct shape among the 
stylized drawings, and are rewarded by an 
animation and some rhyming chatter. The 
pleasant music and colorful drawings are a 
real plus. B+ (Joyce Worley) 


Merriom-Webster’s Dictionary for Kids 
(Mindscape/PC CD-ROM-Ages 8-12) It’s 
more than a dictionary; it’s also a play- 
thing, since there are five word games. 
The dictionary portion of the program has 
33,000 words with definitions, uses, syn- 
onyms and history of the word. Spoken 
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pronunciations of every word join with 
animations, illustrations and sound effects 
to make it fun. The games include word 
find, guessing games, a “Simon” style 
memory trainer, cryptograms and word 
chains. @- (Joyce Worley) 


ER*Hids Qrt Center (Electronic Arts/ 
Windows CD-ROM-Ages 3-up) This 
five-component creativity program should 
spark an interest in children ready to take 
control of their environment. Using block 
art, kids practice motor skills while 
matching shapes to create things from 
elephants to trains. The Stickers feature 
offers youngsters 12 full-color back- 
grounds and a set of themed stamps with 
which to create a picture. Costumes, an 
electronic paper doll sim, lets children 
dress characters for a variety of events, 
including weddings. Coloring book and 
paint box options present a lot of textures, 
colors and sound effects that kids can 








experiment with. The kid-friendly inter- 
face is superb, but the Art Center has one 
drawback: nothing distinguishes it from its 
many competitors. B (Laurie Yates) 


Morio’s Time Machine Deluxe (Mind- 
scape/Windows CD-ROM-Ages 7-up) The 
stalwart plumber must once again rescue 
history from Bowser and his evil Koopas 
in this dressed-up re-issue of last year’s 
floppy program. With two dozen people, 
events, timeframes and locales, Mario pro- 
vides an entertaining romp through world 
history. While the game stresses imagina- 
tion, critical thinking and reasoning skills, 
and provides an on-line dictionary, origi- 
nal, historical music and a multimedia 
library, the defunct save function (the 
game is erased immediately) is a definite 
minus. B- (Laurie Yates) 


Introduce Your Family to the 
World of ImagiNation! 


Discover a new world! Start Exploring Your Own ImagiNation 
Join the network that’s bringing families together. So what With 5 FREE Hours! 


if your brother lives in Boston, your grandmother's in 
: Here’s What You Get... 


1 A Starter Kit in the mail, usually less than 
a week after your request. But dont delay. 
Call now! 












Seattle and your cousin is two 
states away? Now, you 
can really connect 


with them every day, 


Z «A brand new membership with 5 free hours 
of network time to use within the first 30 days 
to get acquainted with new friends. After you 
use your free hours, you'll be billed at a rate of 
$3.50 per hour during the first month. 


at any time. 


The ImagiNation 
Network offers a unique 


entertainment experience. 





Play dozens of games, and ; sign o Each month you remain a member, you'll be 

; ae hat youl se when y billed just $9.95 which includes 5 free hours; additional 
chat in real time with real ‘Nation map" 

: . The Imag hours are billed $3.50 each. 
friends and real family across 
town or clear across the country. 3. A free subscription to Imaginings, the members-only full 
. . color newsletter that highlights coming attractions and features 
Entertainment, fun and friends... profiles of members and on-line celebrities. 
Imagination has the classic board and card games we all grew 
Se a a a : _ Here’s All You Need... 


with, like bridge, chess, and hearts. 
1 , Thave at least a 386sx or better with a hard drive 
and 4MB RAM. I also have VGA graphics and a Microsoft- 


compatible mouse. 


2. You bet I have at least a 2400 baud modem. You think I 
want to have all this fun by myself? 


WW 3. use ImagiNation requires a major credit card. 
I have one! 
An AL4+-1- Ge irstittetinn Of course I have that. 
Are you crazy? 
& And if you need help installing your ImagiNation Network 


software, or using it, just give us a call. 
burning question the talk show , 
host forgot.) Attend classes at 


ccc” ggg = IMAGINATION! 


friends you didn’t know you 1-800-IMAGIN-1 


had when you share your interests and hobbies. 
(1-800-462-4461) 


But that’s only the beginning. 
Spend time with a noted actor or 


writer in one of our regular forums. 





(It’s your chance to ask that 





Offer Source Code: 831. Offer expires 2/28/95. 
Offer valid to new members only. © 1994 The ImagiNation Network. All rights reserved. The ImagiNation Network reserves the right to change features, rates, or specifications at any time. 
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A NEW STORY OF 
An OLD HORROR 


Shadow of the Comet: the Official Strategy Guide, Steve 
Schwartz, Prima Publishing, 192 pages + disk, $19.95 


THE OFFICIAL 
lf” STRATEGY GUIDE 


STEVE SCHWARTZ 





Shadow of the Comet is the latest 
horror-adventure game from Infogrames 
by way of I*Motion, taking place in the 
same kind of game-universe as the Alone 
In the Dark series. All of these games 
take place early in this century and their 
fantasy-horror elements are drawn from 
different sources or combinations of 
sources. 

Shadow of the Comet is in what has 
been dubbed the Cthulhu Mythos by fans 
of the writings of H. P. Lovecraft. It is a 
dark and strangely compelling worldview 
of ancient monster-gods and forces inimi- 
cal to life and sanity. Schwartz has includ- 
ed one of these stories, The Call of 
Cthulhu, near the end of the book, not as 
an aid to playing the game itself, but to 
demonstrate the inspiration behind the 
game and the peculiarly realistic world in 
which it takes place. 

The first chapter expands on the manu- 
al’s directions for using the mouse and 
keyboard to control the game’s protago- 
nist, John Parker. Most of this is pretty 
straightforward, but occasionally some 
advice or explanation is given, especially 
when there is more than one option for 
talking to another character or selecting 
and using an object. 

This chapter ends with a cast of charac- 
ters, each with a portrait and thumbnail 
description—including “Our intrepid 
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hero.” This is valuable, because there are 
27 individuals to keep track of. 

The second chapter begins a complete 
walk-through. This is broken up into three 
primary sections, one for each day cov- 
ered in the game, and each of these is 
divided into a substantial number of titled 
subdivisions. All of these are listed in the 
table of contents, which should aid the 
player in finding solutions to particular 
problems without seeing too much of as 
yet undiscovered areas. The text is accom- 
panied by many black-and-white screen 
shots, most large enough for text material 
on them to be easily readable. Captions 
for these pictures help further the player’s 
progress, too. 

Chapter three, titled “Important Game 
Dialogue,” lists everything pertinent to the 
game said by and to Parker, plus some 
materials he reads, under optimum condi- 
tions. Depending on various factors, how- 
ever, some might come out differently or 
not be heard at all. (Most dialogue on the 
CD-ROM is both spoken aloud and 
appears on screen in dialogue balloons.) 

Chapter four explains how to use the 
disk that comes with the book. It contains 
50 saved games; disk icons are scattered 
through the walk-through chapter at the 
appropriate segments. Schwartz discusses 
his philosophy behind the use of the disk 
and provides several pages of instructions. 
Only 10 saved games can be accessed by 
the game, so it’s necessary to rename the 
appropriate files according to the game’s 
conventions. Full directions are provided. 

Part I, containing the story and an 


for other Prima game titles. Introducing 
the story, Schwartz notes that people tend 
to find Lovecraft’s writing an acquired 
taste: “Either you find the stories fascinat- 
ing, or they seem pointless and repulsive.” 
Certainly to modern eyes it seems both 
pedantic and journalistic in an old fash- 
ioned way, yet the chill of his topics 
seems to creep through to the reader’s 
bones. Schwartz’s own style, however, 
clear, to-the-point and laced with non- 
obtrusive good humor, allowing the reader 
to enjoy both the game and the book. 
(Ross Chamberlain) 
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WHAT IS 
NANOTECHNOLOGY? 


Unbounding the Future By K. Eric Drexler, Chris Peterson, 
Gayle Pergamit, Quill Press, 304 pages (Softbound, $10) 


BOUNDIN 


Despite implications that could change 
the way we live in ways that would seem 
unimaginable, most people are totally 
unfamiliar with nanotechnology. Through 
“factual descriptions combined with future 
scenarios based on those facts,” the 
authors promote understanding, if not 
acceptance, of this budding technology. 

Nanotechnology is defined as “thor- 
ough, inexpensive control of the structure 
of matter based on molecule-by-molecule 
control of products and byproducts; the 
products and processes of molecular 
manufacturing.” To place this definition in 
perspective, the reader is taken on a tour 
of the molecular world. The sights, sounds 
and sensations of the molecular world are 
vividly described as though one is actually 
moving among them. Readers interact 
with solids, liquids, gasses, protein chains, 
molecular machines and a human cell. The 
authors approach is a wonderful method 
for lay readers to grasp some highly com- 
plicated concepts of molecular engineer- 
ing at the fundamental level. 

In a visit to a virtual theme park called 
The Silicon Valley Faire, readers are guid- 
ed through a nanomachine factory to look 
at the assemblers, the nanomachines 
which build other nanomachines. One 
sees how atoms are bonded to create 
blocks, which are then assembled into 
machines. The speed of these assemblers 
is a staggering—1 million operations per 
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SeXXcapades™... The GAME 
The First Adult Game with TRUE SOUND 
and 256 Color VGA Gra 


For that evening you won't forget with a loved one or group of very close friends. Fulfill your sexual 
VGA Scenes @ Real Voices Guide the Action * Foreplay Option Play with 2-8 Close Friends. SoundBlaster™ supported! VGA ond hard disk required - shipped on high density disks. 
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SPECIAL SALE PRICE 
NEW! SeXXcapades .. . the Mini-Movie 


See the resolution of a QUAD SPEED CD-ROM on your disk drive - the first movie using a 600K/sec transfer rate - we have created a 40MB movie containing the best scenes 
from our SeXXcapades movie - you can install the movie in 5MB scenes to conserve disk space - shipped on 25 1.44 MB disks - Soundblaster support. Regular Price: $65. 


SPECIAL INTRODUCTORY PRICE $49. 
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second. The process is similar to current 
assembly lines where each section makes 
a part which is, in turn, combined with 
other parts to create a more complex part 
or a whole machine. The main difference 
is that the devices are “built so small that 
one loose molecule of pollutant would be 
like a brick heaved into the machine tool.” 
The authors also remind us to consider 
that, unlike the bulk technologies of today, 
which “take a big chunk of stuff and hack 
away at it until we’re left with the object 
we want,” nanotechnologies “will orches- 
trate atoms into products of symphonic 
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complexity.” Steel will no longer be con- 
sidered strong and tough since, on a mole- 
cular level, it is a relatively weak com- 
pound. Protein chains, on the other hand, 
are extremely tough and durable. It will be 
possible to string carbon atoms in chains 
which will then be linked into a three- 
dimensional mesh. This mesh “will be as 
soft as rubber at first, but when stretched 
to the limit would become stronger than 
steel.” This will allow common elements 
to be used to create uncommon products. 

The benefits of nanotechnology, it is 
explained, are vast. We are told that it can 
produce very small supercomputers, new 
medicines, even create thin solar panels 
tough enough to be used to pave roads 
with. This would allow for large solar col- 
lectors without having to find new places 
to put them. Also, it will be theoretically 
possible to engineer “hunter/killer” cells 
which search out and destroy harmful 
molecular combinations inside our own 
bodies, such as cancer cells. 

It may be that our environment will be 
the greatest beneficiary of the nanotech- 
nology revolution. Not only will molecu- 
lar construction produce little waste, but 
molecular machines can be designed 
which will actually convert toxic chemi- 
cals into harmless compounds, assisting in 
the natural recovery of the contaminated 
ecosystem. The trash of our century, our 
authors say, could well be raw materials 
for tomorrow’s molecular factories. 

It is the nature of man to resist change. 
This resistance is based on fear associated 
with ignorance. Before society can 
embrace the changes associated with new 
technologies, men must overcome their 
ignorance by understanding the full impli- 
cations of the vehicle that is inducing the 
change. The authors have skillfully 
accomplished this goal for 
nanotechnology. (Ed Dille) 
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he old saying goes something like, 

“Those who ignore history are 

doomed to repeat it.” One thing I’ve 

learned about technology in the com- 
puter era is that it makes no difference 
whether you pay attention to history or not. 
We all repeat it no matter what we do. I’ve 
dealt with this by choosing to learn from it 
and to use it to my advantage. What I find so 
surprising is the number of people who don’t 
seem to share this ability, especially those 
within our own business. 

First there was the Philips CD-i. The hype 
was huge, but so was the price. If you men- 
tioned that to the Philips people they just 
looked at you like you didn’t get it. They 
actually believed parents could sell their kids 
on titles like Kings of the 12th Century and 
Stamps of the Orient. I wondered how so 
many people forgot what it was like to be 
young. The early days of CD-i cost several 
publishers their business and yet, somehow 
CD-1 is still hanging on wondering when 
we’re all going to finally “get it.” 

Next up we have 3DO. The 3DO folks 
created a product for the “really serious 
gamer.” It would also play audio CDs, movies 
on CD-ROM and more, all for only $700! 
When [| heard about this the first thing I 
thought of was a fateful discussion I had with 
the Neo*Geo rep a few years before. For those 
who may have forgotten, the NeoGeo was a 
$600 “serious” game machine. The rep want- 
ed to know why I was skeptical about the 
machine. I told him that the price was my 
major concern. His response was something 
I'll never forget as long as I live. He said, 
“Rich, you don’t understand, at this price 
point we don’t have any competition.” I said, 
“Forgive me, but at that price point you also 
don’t have any market. Why don’t you just 
charge $10,000 for it and then you’ll have no 
competition for the next few centuries.” The 
3DO people have slowly started to learn from 
history as can be seen from their continually 
lowering price. I just feel sorry for all the peo- 
ple who bought into this last year. Thankfully, 
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there weren’t too many of them. 

The point is that somehow, otherwise bright 
people in our industry sometimes seem to lose 
their bearings and forget about the actual mar- 
ketplace. They forget that most families have 
bigger concerns than gaming and thus aren’t 
likely to spend more than $200 on a product. 
They’ ll rationalize this by saying that it’s 
more than a game machine but they’re kid- 
ding themselves. The major market here is for 
kids, and parents, by and large, are not going 
to spend $500 or more for a glorified game 
machine no matter what else it can do. 

Sega recently released the 32X and frankly, 
I really like the thinking behind it. Most of the 
18 million Genesis owners are truly ready for 
the “Next Level.” The 32X gets them there 
without the hassle of dealing with a new 
incompatible system and having to buy all 
new peripherals. I think it’s best to think of 
the 32X as a whole new game machine that 
happens to play all your old games. That’s 
a bargain at $159. But what about the other 
32-Bit Sega machine, the Saturn? 

Suddenly we hear the Saturn is being com- 
pletely redesigned. That’s great as I’m sure 
it’s being done to get the price down, so hand 
it to Sega for heading history. However, Sega 
now seems so concerned about the perception 
that the 32X is just a stop-gap until the 
Saturn, that they’re now taking a company 
line that could ultimately cause them trouble. 








I’ve now talked with several Sega reps and 
publishers who have abruptly started suggest- 
ing that the Saturn isn’t a typical game 
machine and isn’t even aimed at the same 
market as the Genesis and 32X. Sounds a lot 
like another CD-i product to me. The problem 
is that if they continue selling this theory to 
people, many will start to believe it. Then, 
only one of two things can happen. 

If Sega has somehow lost its mind and 
believes the Saturn is some new hybrid, then 
we'll all have another CD-i/3DO to deal with 
and Sega will lose a lot of the respect they’ ve 
now earned. On the other hand, if Sega releas- 
es the Saturn and then changes its tune they’re 
going to have a large contingent of 32X own- 
ers who will feel cheated. If Sega really wants 
to win in this situation I have a suggestion. 
Get behind the 32X completely. While you’ re 
redesigning the Saturn build in 32X compati- 
bility and don’t mess with the controllers we 
already have. When you finally release it 
down the line, Sega fans from all circles will 
gladly slide right into it. Of course that’s con- 
tingent upon the assumption that Sega has 
kept up on history and remembers the price 
points that work. 

by Rich Heimlich 

Heimlich is a noted authority on multimedia issues. 
The views expressed are his own and may not 
reflect the views of EG. 
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hen two of the biggest giants in their 

respective industries want to get 

together, I guess they just do it. TCI 

and Acclaim decided to do just that. 
What a deal! Let’s look at the arrangement, 
the background of the companies and maybe 
guess at what might be going on. 

Tele-Communications Inc. (TCI) has agreed 
to buy 10 percent of the mega-giant software 
publisher Acclaim Entertainment for about 
$76 million. TCI and Acclaim also agreed to 
form a joint venture to produce interactive 
entertainment software for cable networks. 
The venture will also pursue the promotion of 
a new standard broadband network game plat- 
form to be incorporated into advanced, set-top 
boxes. Under terms of the agreement, TCI 
will purchase about 4.3 million shares of 
Acclaim in exchange for TCI stock and/or 
cash. The new company will be a limited 
partnership in which Acclaim will own 65 
percent and TCI will own a 35 percent share. 

John Malone stated, “We think that compet- 
itive games of skill over broadband networks 
will represent a major new segment of our 
business.” His company believes games will 
be a “major locomotive” into the world of 
interactive television. 

Acclaim Entertainment, Inc. is America’s 
#1 independent maker of cartridge entertain- 
ment software. The company was founded in 
1986 to design and sell video games, mostly 
for Nintendo’s 8-Bit system. Acclaim went 
public in 1988 and two years later acquired 
LJN Toys from MCA. In 1989 Acclaim began 
to make software for Nintendo’s Game Boy, 
and in 1992 it entered the Sega game market 
with the purchase of Mirrorsoft, a European 
designer for Sega’s Genesis and Game Gear 
systems. Although Acclaim lost $3 million 
that year over a failed television venture, it 
benefited from a price war when both 
Nintendo and Sega lowered their game system 
prices. It has another advantage: Acclaim 
makes its own cartridges instead of buying 
them from Nintendo. 

Acclaim’s Mortal Kombat II release real- 
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ized retail sales of more than $50 million in 
its first week of distribution. Co-Chairman 
and CEO Gregory Fischbach is in his early 
50s and gets a salary that would buy over 
32,000 Mortal Kombat II games a year. 

CEO John C. Malone runs a company 
that is Mortal Kombat II in real life. 
TeleCommunications, Inc. (TCI) is the 
world’s largest cable systems operator, and 
serves millions of subscribers. TCI owns a 
significant amount of the Discovery Channel 
plus a large voting interest in Turner 
Broadcasting. 

In 1992 TCI began to invest in technolo- 
gies, such as fiber optics and digital compres- 
sion, that will increase the number of channels 
available to cable customers and allow the 
company to compete in the pay-per-view mar- 
ket and with regional telephone companies. 

What do we gamers get out of this deal? As 
the gaming industry goes through its dig- 
itrends™ in the digiverse™ we will see a pro- 
gression from CD-ROM to video servers. Just 
look at the success of the Sega Channel test: 
everyone wants to play games over their 
phone/cable line. AT&T didn’t buy the 
Imagination Network just to sit idle. This is 
a huge market! 





The joint venture to produce interactive 
entertainment software for cable networks 
will be extremely successful. As the cable and 
telco interests converge on each other’s space, 
games will be available in depth and size 
unimaginable only five years ago. We’ll see 
communications and game playing between 
homes and countries. It will not be unusual to 
play individuals from any location on Earth. 

The promotion of a new standard,broad- 
band network game platform for advanced 
set-top boxes is the most interesting part of 
this announcement. With relationships form- 
ing very closely between John Malone and 
Bill Gates, we must keep our eyes wide open. 

If Microsoft incorporates Marvel into 
Windows °95 and creates a new on-line sys- 
tem used by millions of new on-line cus- 
tomers, the landscape will continue to change. 

The best thing about all of this is that we as 
gamers have nothing to lose and can only 
benefit from this deal. At worst, Greg and 
John can buy all the games that their competi- 
tion can no longer sell and still have some 
money left over to call home. 


by Barry Friedman 
President, International Computer Group 
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’ve performed many valiant acts in my 

time as a game journalist. I’ve flown 

in a biplane, and testified against Atari 

and Nintendo in court cases as an 
expert witness. I even played through the 
entirety of Man Enough just to make sure I 
tested all the “action” games. But never have I 
had to endure anything like TBS’ horrendous 
Cybermania ‘94, the first televised attempt to 
integrate electronic games and the tired TV 
award show format. Well, since I had to watch 
it, it is only fair that you, my readers, should 
have to at least read about it. I did the hard 
part, after all. 

Traditionally, when TV attempts to deal 
with interactive games, the results are not 
good (as anyone who suffered through MTV’s 
“Rock the Rock” Sega-on-Alcatraz promo 
event can attest). But Cybermania ‘94 was so 
offensive, so blathering, so downright igno- 
rant that it deserves a more detailed scrutiny. 

From the collection of dazed, third-rate 
“celebrities” who handed out the incompre- 
hensible awards—rarely, if ever, mentioning a 
platform, publisher, or development group— 
to the glib know-nothings who hosted the pro- 
motional remotes, at places like Virtua World 
(a casino-based Las Vegas arcade that thinks 
lining up two dozen Virtua Racing sitdown 
coin-ops and running them in competition is 
virtual reality) this event was a disaster. The 
constant huckstering was bad enough, but the 
tie-ins! For example, the show was staged at 
Universal City, so we were forced to endure a 
pathetic skit involving Leslie Nielsen wander- 
ing into the Wild West Stunt Man area of the 
theme park. Then, seemingly because it was 
on TBS, they hustled out a pair of WCW 
wrestlers (Turner owns the promotion) for a 
skit that ended with the grapplers tangled up 
with a pair of midgets. 

But the worst thing about this dark night 
for interactive gaming was its amazing 
anonymity. When industry people (who col- 
lected almost every award) such as Brian 
Fargo appeared on stage to pick up their glit- 
tering prizes, we weren’t even told who they 
were, or why they were picking up the tro- 
phies. It got so bad by the end that when 
Mortal Kombat won the audience poll for 
“Best Game” (of all time? of the past half 
decade? What, guys, what?) the prize was 
apparently collected by Acclaim, with no 
reference to Williams or the game’s creators, 
Ed Boon and John Tobias. 
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Some of the show’s more memorable 
moments included: 

* Co-host Leslie Nielsen plugging in a 
computer which then exploded, blackening 
the face of a Hillary Clinton impersonator. 

¢ Nielsen giving a rating of “three thumbs 
up” to a game he called “The Sonic 
Hedgehog” because he “likes gardens” 
(oh-kay). 

¢ The Best Simulation/Strategy Game 
category included the PC-CD version of Sim 
City, Dune II, Flight Simulator 5, Castles II 
and ... Forever Growing Garden? 

¢ The Best Music category didn’t include 
any game music, just Peter Gabriel’s 
Explorer, Video Jam (a music-making prod- 
uct significantly inferior to Rock, Rap, & 
Roll and several other similar programs), the 
Prince/TAFKAP CD, Uptown Blues (a dbase 
of urban blues!) and the excellent Residents’ 
creation, Freak Show. But where were the 
Fat Man, Tallarico, Neuromantic, etc.? 

¢ Caesar’s World of Boxing inexplicably 
beat out NBA Jam, FIFA Soccer and NHL 
‘94 as Best Sports Game. 

¢ Nielsen announced washed-up ‘60s left- 
over Peter Max as “the official artist of the 
info superhighway.” 

¢ There were awards for such absurd (or 
premature) categories as Best Actor and 
Actress in a game (which included a bimbo 
from Man Enough who only appeared in dig- 
itized still photos!), and Best Comedy pro- 
gram (how desperate were they? Dennis 
Miller’s That’s News To Me got nominated). 

There were some nuggets—including a nice 
filler on hackers—but the writing, perfor- 
mances, direction and overall production val- 
ues were horrible. Cues were flubbed, bits 
went nowhere and the celebs looked dazed. 

Even worse, however, was the air of butt- 
kissing that hung over the entire affair. I yield 
to no one in my admiration for Brian Fargo, 
but Interplay was mentioned much too often 
for comfort, and Philips came off as being 
more important to the industry than Sega, 
Nintendo, 3D0 and Atari combined, winning a 
ridiculous number of nominations and awards. 

One day, gamers will have an awards show. 
There will be categories and game world 
celebrities and maybe even selections that 
make sense. This, however, wasn’t it. 


by Bill Kunkel 
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IMAGINATION! 


Head Games, Head to Head. 


It’s a lot more fun to see what your competition really looks like. 


We'll give you five free hours to prove it. 


To join phone: 1-800-IMAGIN-1 


Source Code: 831 Offer good through 2/28/95 
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“... may well be the game that establishes the new - 
formula in CRPG’s.” 
—dJohnny Wilson, Computer Gaming World 


“TES: Arena surpasses all other role playing games 
in depth and realism! A must buy for RPG fans!” 
—Russ Ceccola, Electronic Games Magazine 


“...@ must-have, huge role playing adventure. 
TES:Arena is the best RPG of the Year.” 
—Strategy Plus Magazine 
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“One of the best flight sims | have ever seen.” 
—Steve Honeywell, Computer Game Review 


Normal View 


“there is nothing out there on the market that com- 


pares ... or even comes close” 
—Fd Dille, Electronic Games 
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... They're a Way of Life 
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(= 1370 Piccard Drive ¢ Rockville, MD 20850 
Tel. 301 926-8300 © Fax. 301 926-8010 

For VISA/MasterCard Orders Call 1 800 670-0700 

For Hints Call 1 900 88-HINTS 







The Elder Scrolls: Arena™, Delta V™ and Bethesda Softworks are trademarks of Media Technology Limited. 
Copyright © 1993-1994 Media Technology Limited. All Rights Reserved. All pictures shown are actual IBM screens. 
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3DO On The P 


+ . 
ut you've seen 


3DO” on a TY, you 





ain't seen nothing 
yet. Introducing 3DO 


Blaster” - the ultimate 





game platform for your ES 


PC. 3DO realism and gameplay on a single expansion card. 8 Now you can experience thousands of col- 
sD} 


ors, 64-million pixels per second animation and full-motion video on your high-resolution PC monitor. 

Without taxing the power of your PC. 8 A 32-bit RISC chip and twin graphics 
8 i ) ES i gray 

processors do all the work. Along with a Digital Signal Processor (DSP) that supplies 


CD-quality stereo (requires a 386/20 or higher PC, Creative Labs CR-563 CD-ROM 





drive, Sound Blaster” with CD-Audio connector and speakers). 8| Included with 3DO Included are mind- 
13 DO] warping, best-selling 
Blaster are two of the hottest 100+ and growing 3DO titles. In SHOCK WAVE": The Sci pit ee Rey . 


Fi Movie Experience, you'll defeat alien hordes by flying combat missions over photo-real - 


istic locations from L.A. to the Amazon. 20+ minutes of Hollywood-style video is woven 





into the action. § In Gridders, you'll join Zack 
iso} 
and his cybernetic dog, Fidex™, as they outsmart the killer Gridders to 


learn the terrible secret hidden in the depths of a factory. The deeper you 





go, the more complex the interactions become. & So what are you waiting for? Call /800-3311371,ext. 
i300) , ia 


501 to order your 3DO Blaster today. Or for more information or the dealer nearest you, call 


1s at 1-800-998-5227. |8 But remember, you need sleep. And food. rr T = 
ae cee one 4 CREATIVE 


And at least once a week, FO outside for some fresh air. CREATIVE LABS, INC. 
Suggested retail price $399.95. US. inquiries; Creative Labs 1-800-998-5227 or 1-408-428-6600. International inquiries: Creative Technology Lrd., Singaporee TE L 65-773-0233 FAX 65-773-0353. Sound Blaster, 3DO 
Blaster and the Creative Logo are trademarks of Creative Technology Ltd. All other trademarks and products are the propery of their respective holders. “Copyright 1994 Creative ‘Technology Ltd. All rights reserved. 


a Order, Call 1-800-331-1371. And Try Not To Scream. 
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